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Egypt Welcomes You 


S nding on the hot, arid sand, you look towards 
e little ^tlement that you call home. In the 
ckground, the mighty N Me flows by, and along 
its muddy banks all manner of vegetation grows, even 
some small farms that some in your city have planted. 
Your family has lived and died along the river for gen- 
erations* eking out an existencefrom what the land has 
to offer. 

Yet, change is in the hot, arid air. A charismatic leader 
hasari^. Hisdream isfirstto unite all the^tlements 
in the region, and then unite all of Egypt. As you 
ponder this dream, you have a vision: a thriving city 
stretchesout before you. Abundant farmsfeed a hun- 
gry citizenry. Thousands tend to their daily tasks — 
protecting the city, ensuring its v\ealth, educating its 
youth, worshiping its gods, tending to its dead. The 
voicesof your people float in the breeze and reverber- 
ate through the streets 

Inspired by your vision, you commit your^f to help- 
ing achieve the dream of a united Egypt. You instill in 
your children the magic of the vision, for you know it 
may take generations to achieve 

To realize your vision, you must learn the intricaciesof 
the N i le The N i le is the source of I ife i n Egypt, and 
its floods bring renewal to the land every year. Learn 
to managethese floods and you will makethe most of 
this indispensable resource 

Some basic skills will help you achieve your dream. 
Some of them may be learned through reading the 
following pages others you will have to discover for 
your^f. 
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Mgy the go4s smile upon you gs you proceed ^long 
your wgy! 

A Quick HistoHcgl Note 

The gction in Ph^i-^oh tgkes pUce roughly between 
3,200 BC gn4 1,300 BC. While Ph^i-^oh is not g strict- 
ly historicgl ggme, events in gncient Egyptian history 
4o shgpe its structure. Refer to Appen4ix 2 : A Brief 
History of Egypt, starting on pgge 235 , to legrn g little 
gbout the history of gncient Egypt gn4 to un4erstgn4 
the context for some of the events in the ggme. 

A Note on lysgge 

Throughout this text, you'll see the wor4 "info-click" 
use4. Info-click megns 4ifferent things to 4ifferent 
people. For PC users, info-click megns right-click 
(click your right mouse button). For Mgc users, info- 
click megns commgn4-click (click your mouse button 
while hol4ing 4own the commgn4 key), if you gre g 
Mgc user with g two-button mouse, info-click still 
megns commgn4-click, unless you mgp the right 
mouse button to the commgn4 key. 

Th-gveleKs journal 

As we were resegrching gncient Egypt, we foun4 g I'gi'C 
pgpyrus contgining g journgl written by gn gncient 
merchgnt who trgvele4 to Egypt. The journgl is 
excerpte4 throughout this mgnugl in grgy boxes, like 
the one on the fgcing pgge. 
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A Cn/ 

Ahhet, IZi^year 

Vecw JournaLi 

My finftrip to- Egypt — 
a.v\x^a4i'Weyi,culed/iXp theyNile/I hnew cme^ 
thing' {br oertcUn/: I wa^Yt Ln/ Syriu/ ctnymare'. 
TT^ N lie' itielfU' unlike/ cu^ river I've^ever 
yeen/. The/ fir^ thing/ 1 noticed/ wcn/ the/ 
refreshingly ccnslhreege/hlowvng/frowi/the/ 
north/, cntting' through/ the/hecct of the/ dciy. 
The/cccptccCn/ofthe/hxycct, whohad/heen/to- 
Egypt before on/ trudc/mlMicmv, told/me/thcct 
the/loc(dvcaU/thlvhreegethe/3recith/of'Rcu 
The captain/ certainly knew how to 
iteer the ihcp. He wuxe^,ifully guided/ uv 
thr<yugh/ the/ mov ing/ muge thcct Ly the Nile. 
Trade fhlpy, much/ like our own/, clog/the 
waterway bringing/ their bounty from/ ecotio 
localey. Ti&hlng/boatyhaullng/in/the/day'y 
ccdch/ mcide their way to- the dcfcky, amd/ 
ynallrafty piloted by local/ cltigeny durted 
between/ the lurger ve&yely. Pealy of laughter 
poured/ out from/ a^huiury ycccht, where yyme/ 
of the clty'y weatthleyt re&identy were enjoy - 
ir\g/ a/ plecuant crude/, ferriey conveyed peo- 
ple, ccnlAnalycind goody from/ one/ Hde of the/ 
river to the other. Crocodileyandhlp- 


popotOAnu&ey 
patrolled the 
river, looking/ 
for a/ meed. 

The captain/ 

adeptly 

maneuvered 

our bxyat 

through/ all/ 

theyeobytacley 

untdwefined- 

ly reached our 

destination/: 

Waset. 






Getting Started 

In^alling Pharaoh on the PC 

With Windows oinning on your computer, place the 
Pharaoh CD into your CD- ROM drive I n a few 
onds Windows^ AutoPlay feature should display a 
screen with four buttons Play, Install, Uninstall and 
Quit. Click "Install” to begin. 

Siould AutoPlay not work on your computer, double 
click (click twice quickly) on the "My Computer" icon 
on your desktop. Find the icon for your CD-ROM 
drive and double click on it. I n the menu that appears 
find the item called "Setup.exe" Double click on it to 
start the installation. 

The Install program then automatically chooses a file 
path for Pharaoh. If you want to designate your own 
path for Pharaoh, click "Browse" and pick a location. 

Otherwise, click "Next" to continue the installation. 

You'll be asked to choo^ among Small, Medium and 
Large Installs Each version offers the full features of 
the game; the difference wi 1 1 be the speed of the game 
The Full Install puts the entire game on your hard 
drive It takes up the most room, but offers the best 
performance Laptop u^rs will especially appreciate 
the ability to removetheCD after the initial copy- pro- 
tection check. The Medium Install puts the most 
commonly u^ elements on your hard drive and takes 
up les room than the Large Install. The Small Install 
puts only basic elements on your hard drive and runs 
the rest of thegame'sfeaturesfrom the CD. It takesup 
the least room on your hard drive 

Installing Pharaoh can take as long as ten minutes 
Once the program is installed, you will ^ a box 
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detailing the additions Pharaoh made to your start 
menu. Pharaoh also offers you the option of adding 
bookmarks to your internet browser. 

At this point, you have the option of reading the 
"Readme" file We know you can't wait to ^ what 
Egypt holds for you, but we do highly recommend 
readingthisfilebeforeyou startto playthegame This 
manual went to print sveral weeks before the game 
was finished, and any last minute changes are described 
in Readme Anytime this manual is in conflict with 
Readme, Readme is correct. 

Now, click the "Finish" button. If necesary. Install will 
update some system components It then might 
restart your computer. 


In^alling the Game on the Mac 

First, place the Pharaoh CD into your CD- ROM drive 
Doubleclick on the icon that appears on your desk- 
top. In the windowthat pops up, doubleclick on the 
"Pharaoh Installer" icon. Choose the Small, Medium 
or Full installation (click on each to see how much disk 
space it requires). Click on your choice and, holding 
down your mou^ button, "drag" the icon to a loce 
tion displayed in the right- hand panel. 

The Small install runs most of the game's sounds and 
videos from the game CD. Choo^thisif you havelim- 
ited space on your hard drive. The Medium install 
places the most commonly used media files on your 
harddisk. The Full install putsthe entire game on your 
hard disk for optimum performance 


Starting the Game on the PC 

N owthat the game is installed, you can start the game 
in one of two ways 

1 In^rt the Pharaoh CD into your CD-ROM 
drive When the AutoPlay window opens 
click the "Play" button. 

2. From your start menu, find the Serra sub- 
directory and choo^ Pharaoh. 

PLEASE NOTE: You mud: have the Pharaoh CD in 
your CD- ROM drive to diart the game If you chose 
the Full Install.youmcyremovetheCDcfterthegame 
begins 


Start! ng the Game on the M ac 

When your Macintosh finishes transferring files 
from the CD to your hard disk, double 
click on the folder you just created. 

Inside, you'll find a Pharaoh icon. 

Double click this icon to start the game 
You might want to drag this icon to 
your computer's desktop to conve 
niently start the game later. 






After Pharaoh Launches 

Once you launch the game, a brief movie 
describing the glory of ancient Egypt plays fol- 
lowed by credits and the Pharaoh title screen. 
Click on the title screen, and the Main Menu 
appears 
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From here, you can play Pharaoh, see which families 
are deemed to be the Greatest Families, visit the 
Pharaoh v\eb site, or quit the game 

Your Family 

When you choose "Play Pharaoh," a Family Registry 
screen appears The registry lists all the families that 
have begun to make their mark in history. 

To begin a new game of Pharaoh, found a new family. 
From the Registry screen, click on "Create Family." 
Type in a surname of your choice, or choo^ from the 
list of authentic Egyptian names 

N ow, you are ready to make your way through Egypt's 
history. After you have cho^ a family name, click 
"Proceed." From the Choose Game screen that 
appears click "Begin Family History." Then, a screen 
appears which lists the Periods of Egyptian history. 
Select the first Period, the Pre- Dynastic, then click the 
button in the lower right of the 
screen to begin your family's 
quest. 

Continuing History 

If you don't play the game all 
the way through the first 
time (who needs to sleep or 
eat?), you can pick up where 
you left off later. When you 
are ready to take a break, 
choo^ "Save Game" from the 
File Menu. The next time 
you start Pharaoh, choose 
your family's name from the 



Registry Screen. After you do, the Choo^ Game 
screen appears Click "Continue History" to resume 
your fami ly's story. 

If you forget to save your game before quitting to take 
a break, don't fret. Pharaoh automatically saves your 
game twice per game year, in J anuary and J uly. You 
might lo^ some of your more recent history, but not 
all will be lost. Choose "Load Saved Game" from the 
Choo^ Game screen and ^ect "autosave_history" to 
pick up reasonably close to where you left off. 

Missions and Mission Briefings 

The path leading a united Egypt — and your family — 
to greatnes is a long one with many steps along the 
way. I n Pharaoh, these steps are cal led misiona 

At the start of each mission, a Mision Briefing panel 
describes what you can expect and what you'll need to 
do. When you meet thegoalsoutlined in the Mission 
Briefing, you win the mision and moveon to the next 
step. 

Misions are grouped into Periods When you finish 
the last mission in a Period, you automaticaily return 
to the screen that lists all the Periods in Egyptian his 
tory. You have to play the Periods chronologically 
(no fair skipping ahead), but you can click on any of 
the Periods for a brief description. 

Setting a Difficulty Level 

Set the level of difficulty at which you'd like to play 
each mision from the Mission Briefing panel. You can 
choose from five difficulty levels spanning the spec- 
trum between "Very Easy" and 'Very Hard." You can 
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change your difficulty le/el at any time during a mis- 
sion through the Options menu on the Menu Bar. 
Keep in mind, though, that lowering your difficulty 
decrees your score page B) . 

Your Place in the World 

It would be difficult to help build and sustain a united 
Egypt if you ignored other cities in the world. From 
time to time, other cities, and sometimes even 
Pharaoh, will request your aid. Generally, they ask for 
goods or for the services of your military. To foster 
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good relations with your neighbors you should fulfill 
the^ requests if you can. Your reputation will likely 
increase (see Kingdom Rating, page B4), and Egypt 
will be stronger for it. 


Losing the Game 

Even families with the noblest of intentions can meet 
with ignominiousdefeat. If you are attacked by a mil- 
itary forcestronger than your own, you will most like- 
ly lo^ the game Sometimes your city will be 
attacked through no fault of your own. The invading 
force might just have their own vision for empire and 
greatnes. You can, though, trigger an attack by your 
actions or inactions For example, if you repeatedly 
ignore requests for aid, a neighboring city or Pharaoh 
may decide to forcibly take what you would not will- 
ingly give 

Gros mismanagement of funds too, usually means 
disaster. Going into debt damages your reputation 
(see Kingdom Rating, page B4), and another city's 
army or navy may take over your city to demonstrate 
the Kingdom's disgust with you. 

Scoring 

Attheend of each mision, you are given ascore based 
on how quickly you completed the mision, your rat- 
ings the size of your population, the amount of 
money in your coffers the monuments you complet- 
ed and your difficulty level. If you change your diffi- 
culty level during a mission, the lowest difficulty level 
you played is the one u^ to figure your score Your 
score is recorded for posterity and compared to the 
scores of other players or to your own scores If you 
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have the high score for a particular mision, your fam- 
ily name and final score is displayed in the Greatest 
Families screen, accessible from the Main Menu. 

Other Options 

If you need to take a break from the rigors of leading 
your family through history. Pharaoh offers you a 
couple of other ways to get a taste of Egypt. The^ are: 

Relive History. To look back on all you have 
achieved, choose "Relive History" from the 
Choo^ Game screen. Here, your achievements 
are recorded and celebrated. 

You can also replay a completed Mision or an 
entire completed Period by choosing "Relive 
History." While you can replay history, you can- 
not change it. Replaying any mission hasno effect 
on your current full history game 

Please N ote If you are replaying a particular mis- 
sion, besuretosaveitwithadistinctand different 
name than your full hidtory game If you aod- 
dentally give the mission the same name as your 
full game your history will be overwritten and 
lost. 

If you are replaying a completed mision and for- 
get to save it, open the "autosave" file listed when 
you choose "Load Saved Game" from the Choo^ 
Game screen. Pharaoh automatically saves your 
mission every six game months so you'll be able 
to recover a reasonably up-to-date version of 
your current mision. 


Custom M isEions Pbaraob comes with a few mis- 
sionsthat are not part of any larger game To play 
one of the^ misions choo^ "Custom Misions?' 
from the Choo^ Game screen. Custom misions 
are also automatically saved every six game 
months should you forget to do so your^f. 

In- Game Help 

Just about everything you need to know about 
Pharaoh is contained right in the game The "Help" 
drop-down list in the Menu Bar provides acces to 
detailed information regarding Pharaoh. 

Mou^ help describes some items If you hold the 
mou^ over Control Panel buttonsor Menu Bar items 
asmall panel briefly describing the object will popup. 

Also, info- clicking on just about anything provides a 
wealth of information. The first screen that pops up 
when you info- click an object provides brief informa- 
tion needed to manage your city. The lov\er left cor- 
ner of the^ screens has a question mark. Clickonthat 
question mark for a more detailed description of the 
object and to learn more about the object's role in the 
game The^ entries are usually linked to other u^ul 
topicsandto historical information. Linked to pics are 
displayed in adifferent color from the rest of the text. 
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E mpty land can be inspiring. With an expanseof 
land stretching out before you, anything is pos- 
able You can envision the perfect city with 
m^estic temples reaching towards the sky, busy thor- 
oughfares crowded with people and animals, and farm- 
land heavy with crops Luckily, you have the unique 
ability to make this perfect city real. The tools 
described below will help you achieve your dream. 

The Control Panel 

The Control Panel is your command center: every 
order you can give in the game can be acce^d here 

When you first begin to 
play Pharaoh, not all the 
commands on the control 
panel are available to you. 
Early in the game, Egypt is 
afledgling culture that has 
not developed fully. As 
Egyptian culture and civi- 
lization evolve, you will be 
able to build more elabo- 
rate cities with more 
buildings and ^rvices for 
your citizens Options 
currently not available are 
darkened. 

You should also note that 
Egypt's various regions 
each have different natural 
resources and landscapes 
Some regions are arid, with 
rich mineral resources while 
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other regions are lush. Because of this variety and the 
gradual development of Egyptian culture, the build- 
ings aval I able to you in each mision are different. 

Each button on the Control Panel is described below: 




Overlcy Selector. Click the over- 
lay Sector button to choo^ 
special, informative views of your city. For more on 
overlays see pages 20 3- 20 9. 


Hide Control Panel. Clickthisbuttonto hidethe 
Control Panel. You'll see more of your city, and you'll 
still be able to seethe building construction buttons 
but you won't ^ the Overview Map or the buttonsto 
acces the World Map or the Overseers 


Overview Map^ The overview map 
shows more of your city at one 
time Point and click on any part of 
the map to jump your view to that 
area The buildings on the map are 
color- coded depending on their 
function. For more on color coding, ^ page 209. 



Overseers Button. Click this button to consult 
your Overseers For more on Overseers and 
their functions within the game, pages ]97-203. 

World Map Button. Click this button to view 
amapof the entire known world. Othercities 
in the world are clearly marked, and you can watch 
armies and navies as they make their Journeys For 
more on the World Map, see page 2D. 
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Housing Button. Click this button to designate 
housing areas For more on building housing 
areas see pages 40-43. 



Roads Button. Click on this button to build 
roads For more on roads ^ page 40 . 


■ngClear Land Button. Use this button to clear land 
KMof obstructions A special "Dig" cursor appears 
after you click the button. To read more on 
clearing land, turn to page 38. 


I Food and Farming Structures Button. Click this 
button to build the structures that produce food 
foryourcity. Also listed here are farmsthat grow 
raw materials for industries The food and farming 
structures are Farms Work Camps Hunting Lodges 
Fishing Wharves Cattle Ranches Water Lifts and 
Irrigation Ditches For more on food and farming, 
consult pages 59- 67. 


H Industrial Structures Button. Click hereto build 
any of the industry buildings in Pharaoh, includ- 
ing raw material producers manufacturers and 
construction guilds For moreon industry in Pharaoh, 
see pages 69- 79. For moreon construction guilds see 
page ]30. 

B Storage and Di^ribution Structures Button. Click 
on this button to build a Storage Yard, Granary, 
BazaarorDock. Each structure playsadistinct role 
in getting goods and food to the city's people Docks 
and Storage Yards are also key to trade For more on 
distribution of food and goods to citizens see pages 
81- 91 For more on trade, go to pages 91- 95. 
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Entertanment Structures Button. When citizens 
Wq demand entertainment, click this button to build 
them the attractions they desire, such as Booths 
Bandstands Pavilionsand Senet Houses U^thisbut- 
ton to build performers^ training facilities as well. For 
more on entertainment in your city, turn to page ]59. 

■ Religious Structures Button. Click here to build 
JSirines Templesand a Festival Square If you are 
'building monuments (like a Pyramid or ^hinx), 
they will be listed here For more on religion, consult 
pages U7- ]27. More on monuments can be found on 
pages 129- 149. 

H Education Structures Button. When you are ready 
to bring the light of learning to the city's well- to- 
do residents click the "Education Structures^' but- 
ton and choose either Scribal School or Library. For 
more on the construction of these two buildings see 
pages ]65- ]66. 


Health and Citation Structures Button. Click on 
^Bthis button to build Wells Water Supplies, 
Physician's offices Mortuaries Dentist's offices 
and Apothecaries For more on Health and Sanitation 
in Pharaoh, visit pages 351- 151. 


I Munidpal Structures Button. Clicking this button 
reveals a long list of buildings that help to keep 
the city running. Included in the list are the 
Police Station, Firehouse, Architect's post. Tax 
Collector'soffice, Courthouse, Palace, Mansion, Water 
Crosings Roadblock and Beautification structures 
For more on municipal functions consult pages 97- 
H5. 
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B Military Structures Button. Click here to begin 
establishing an army and a navy or to build dd'en- 
sive structures Buildings listed here include 
Recruiter, Forts Academy, Warship Wharf, Transport 
Wharf, Weaponsmith, Chariot Maker, Wall, Tower and 
Gatehouse For more on the military, turn to pages 
]69-]89. 

B Undo Button. When this button is lit, you can 
undo your last action. You can undo most 
actions but you have only a limited time in which to 
do so. 


B Messages Button. Click here to read your mes- 
sages including any special instructional mes 
sages which are each marked by a blue scroll. 
Mesages are discus^ on page 211 



Trouble Spots Button. Click here to visit the sites 
of recent or on-going trouble, such as a fire or 
building collapse 


J Re/iew Assignment Button. Click this button if 
you need to refresh your memory regarding your 
goals for the current mision. See page 17 for 
more on your mision alignments 







28 


Playing Pharaoh 


Playing Pharaoh 


29 


The Menu Bar 

The M enu Bar which runs across the top of the screen 
helps you manage your game play. Under the File 
Menu, you'll find basic options like loading and saving 
games UnderOptions you can customizethe appear- 
ance of the game The Help Menu isalso in the Menu 
Bar. Siould you want to consult a specific Over^er, 
the Overseers Menu lists each one, and you can choo^ 
which you'd I ike to visit. 

Next to the Over^ers Menu isthe amount of money 
the city has and its current population size Next to 
the population figure isa pyramid. U^this pyramid to 
reorient your view of the city. Clicking on the right 
side of the pyramid rotatesthe city counter- clockwise 
Clicking on the left side of the pyramid rotates the city 
cl ockwi se. Cl i ck o n the center of the pyrami d to reo ri - 
ent your view due north. Rotating your view can be 
helpful, especially if large buildings obscure your view 
of structures behind it. The last item on the Menu Bar 
is the current date. 

Keyboard Controls 

Pharaoh offers many optional control shortcuts that 
you can access with a simple keystroke Plea^ refer to 
the "Readme" file in your computer's Pharaoh folder 
for any changes or updates to this list. 

Key Effect 

A Orders a selected warship to attack all ene 
mies 

C Snows the Risks: Crime Overlay, or orders a 

tested charioteer company to charge 


D Snows the Risks Damage Overlay. 

E O rders a ^ected transport ship to evade ene 

mies 

F Snows the Risks Fire Overlay, or orders a 
^ected company to return to its Fort. 

H Orders a selected shipto hold itscurrent posi- 

tion. 

L Centers your view on a different military 
company each time it's pre^d. 

If a company is selected, "L" isuesthe "hold 
ground in loo^ formation" order. 

M When you ^ect a monument from the 
building list, its image attachesto your cursor 
and shows you how much land the monu- 
ment will occupy. Presing the "M" key 
freezes the monument's "footprint" into 
place so that you can move your viewpoint 
around the city without moving the monu- 
ment's tentative location. Pres the "M" key 
again to resume normal mouse behavior, or 
click to place the monument in the foot- 
print's current location. 

Presing "M" when a military company is 
sleeted isuesthe mop- up order. 

N Orders a sleeted company or warship to 
attack nearby enemies 
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P Pau^theflowoftime in thegame You can- 
not build while time is paused. 

R When placing a Statue, Gatehouse or Temple 
Complex, "R" rotates the structure's orienta- 
tion one- quarter turn clockwi^ Statueswill 
display multiple styles 

With a military company ^ected, "R" orders 
the soldiers to change their orientation 
( rotate) . "R" also orders a ^ected transport 
or warship to return to the Shipwright for 
repairs 

T Siowsthe Risks ProblemsOverlay. 

With a military company ^ected, "T' isues 
the "hold ground in tight formation" order. 

W Siowsthe Water Overlay. 

If a warship or transport ship is ^ected, 'W" 
orderstheshipto return to its home Wharf. 

^Dace Pressthe spacebar to toggle between your last 

tested Overlay and the normal city view. 

Esc (escape) exits the game 

[ (open bracket) reduces game speed by D per- 

cent. 

] (clo^ bracket) increaffis game speed by ]D 

percent. 

(accent) Overmen of the Workers 


1 Overseer of the Military 

2 Political Over^er 

3 Rati ngsO verier 

4 Overseer of Commerce 

5 Overseer of the Granaries 

6 Overseer of Public Health 

7 Overseer of Learning 

8 Overseer of Diversions 

9 Overseer of the Temples 

0 Overseer of the Treasury 

(minus sign) Chief Overseer 
= (equalssign) Over^er of Monuments 

F7 Set 640x480 screen resolution 

F8 Set 800x600 screen resolution 

F9 Set ]024x768 screen resolution 

For PIcyersof Caesar III 

Egypt and Rome are very different places Some of the 
skillsyou learned asasuccesful Roman Governor may 
not help you as an Egyptian leader. If you are a fan of 
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Caesar III, take note of of the fo 1 1 o wi ng: 


^ Religion. Most cities in Egypt have a patron 
god that requires more attention than other 
deities in the city. In some cities* certain gods 
are completely unknown. 


^ Floodplain Farms and Work Camps Work 
Camps provide peasant labor (in the form of 
walkers) to floodplain farms Floodplain 
farms do not directly employ their workers 

Gold. Gold can be mined from certain rock 
and converted into currency, measured in 
debens 


^ Tax Collection. Before you can collect taxes 
a Palace must be functioning in the city. Tax 
CO I lectors from theTaxCollector'sofficeswill 
not be able to squeeze one deben from citi- 
zens unlesthe city has a Palace 

^ Luxury Goods Foreign luxury goods the 
commodities most prized by occupants of 
high-level housing, are very expensive to 
import. Due to the expend of safely trans 
porting them acros difficult terrain, it is not 
lucrative for a city to export luxury goods 


Now that you're familiar with the basic city- building 
tools you're ready to begin building the most mag- 
nificent city Egypt has ever known. 




Housing, Roads and 
Drinking Water 


T he first step to attracting people to your city is 
to designate areas for housing. When the first 
immigrants come to your city, they are con- 
tent to live in rudimentary structures As your city 
develops and its people become more sophisticated, 
they expect to build their homes into more impressive 
domiciles 

Your city needs roads if citizens are to move about. 
Only a few people, for example soldiers and immi- 
grants can leave the road. When you first arrive at 
your city site, you will notice a main road cutting 
through your land. Build more roads off this main 
road, line them with housing areas and soon you will 
have neighborhoods teeming with activity. 

Citizens also need your help in meeting their most 
basic need: water. Without drinking water, your citi- 
zens cannot survive for long. 

These structures — housing, roads and water struc- 
tures — are the most basic needs in any city. 
M asteri ng the art of construct! ng the^ structures gives 
you the fundamental knowledge you need to build a 
great city. 

Your City Ste 

Before you begin buildingyour city, takea look at the 
land on which you will establish it. Your city's site and 
the surround! ng area have many different terrai n types 
each of which is suited for a different purpose 
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Grassland. Gras grows on land near water, indi- 
cating that there is groundwater flowing under- 
neath it. Because of this groundwater, you can 
place water- related structures on grassland. 

Meadow. Meadows identified by their yellow 
vegetation, can support farms (see page 62) . 

Flood plain. The flood plain isgenerally the most 
fertile land in Egypt. Found along the banks of 
the N Me, the land's fertility is restored each year 
when the Nile floods its banks (see page 59). 
Becau^ of the annual flooding, farms roads and 
Irrigation Ditches are the only structures that can 
be built on the flood plain. 

Desert. Deserts are often a good place to build 
industries (see pages 68- 79) , but a poor place for 
housing because it is difficult to supply these areas 
with clean drinking water. Debits cannot support 
water- related structures 

and Dunes Sand dunes form when the desert 
wind blows Nothing can be built on sand dunes 
but people can walk over them. 

Forest. If there is a forest in the area, you may be 
able to harvest wood (see page 72). You can also 
permanently cut down a forest by clearing the 
land (see page 38). 

M arshland. M arshes are the habitat fo r reeds ( see 
page 72), which can be made into papyrus 
Marshland is found near water and sprouts very 
dark green reeds Because the ground is so wet, 
you cannot build anything directly on the marsh. 
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nor can you clear marshland. 

Rock. Rocky outcroppings sometimes indicate 
the pre^ce of construction- grade stone, valu- 
ableoresor precious gemstones(see pages 69- 7]). 
Rock is impassable; people cannot walk over rock 
and must walk around it. You cannot build any- 
thing directly on rock. 

water. The Nile carves a swath through many 
regions and other areas may have oaffis or small 
ponds N aturally, you cannot build any structures 
directly on the water. 



The Kingdom Road 

The Kingdom Road cuts through the city and links it 
to other citiesin Egypt and the world. Immigrants also 
use the Kingdom road to get to your city. Be card'ul 
not to isolate your city from the Kingdom. Your city 
must have accessto the rest of the Ki ngdom to survive 

Principles Guiding Confitnjction 

The same basic principles guide building most struc- 
tures in the game The rather large exceptions to the 
rule are monuments which are discussed fully on 
pages ]29- 149. To build the rest of the buildings the 
basic steps are: 
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Clegf Un4 Button 



{Jd(\o Button 


1. Clegfthe Ignd, if necessgfy. 

2. choose the gppfopi'igte button 
from the Contfol Pgnel. 

3. Pigce your buiMing. 

You will know ifyou gre choosing gn appropriate pUce 
for your building ifyou see g green "ghost" of it gs you 
move the cursor over the 4esire4 location, if you see 
re4, the Igncl is not clegr or the builcjing you've chosen 
hgs special requirements which you hgve not yet met. 

clean ng Lan4 

With the exception of monuments, you must clegr the 
Ign4 first before builcling g structure. To clegr Ign4, 
click on the "Clegr Lgn4" button on the Control Pgnel. 
when the special Pig cursor gppegrs, click on the spot 
thgt you woul4 like to clegr. You cgn clegr Igrge gregs 
gt one time by 4rggging your cursor over the Ign4. 
The Ign4 clegrs gs you 4rgg the mouse, gn4 the gmount 
of money nee4e4 to clegr it is 4isplgye4. You cgn 
reshgpe the greg of Ign4 you're clegring by reposition- 
ing the cursor, but once you let go of the mouse but- 
ton, the Ign4 is clegre4 gn4 the money is spent, if you 
chgnge your min4, click the "l7n4o" button on the 
Control Pgnel. Po so quickly, however, becguse you 
hgve g Iimite4 gmount of time in which to un4o gny 
gction. 

if g forest is blocking your wgy, think cgrefully before 
clegring it. Woo4 is gn extremely rgre gn4 vglugble 
commo4ity, gn4 it mgy behoove you to chgnge your 
city 4esign insteg4 of clegring the forest. 

Builcling R.oa4s 

Most structures in Pfig/gofi nee4 rog4 gccess. if citizens 
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igypfi' hJelghhorhoody 
Ahket, 12l5vyearof'Ram£4Ae4^' 
fvenOvgp 

Vear JcfurncH/ 

Aftsr the/ ardAAxyu^i'tiMk/ of LmLocedlv\j^ 
our fhip’y cargo; I 'Mo^reoAy for crgood/ 
nLghfyfleep. I }ixrt{xyned/cu guard/ outiide/ihe/ 
Stjoruge/Yard/ we/had/procured/ for our goody 
ar\d/ made/ my way to-lthmAArhotSp' yhouye/. I 
vvvetT<hrmAr\hotep iaytyear, whervhe/ worked/ cu 
a/ ycrihe/ who- aecomparxied/ trade/ miyyLony 
aibroad/. He/told/ me/that I would/he/vnoytweh- 
come'irvhCyhouie/if-ever I found/ myyelf Ln/ 
Egypt 

I made/ my way through/the/twLytLng/ 
ard/turnlnjg/ytreetyto-l<hmunhotep'y neigh/ 
horhood/. It way dear to- me/ uy I wcdked/that 
Egypt iymuch/like/ other plaeeyl've/heen/: not 
everyone/ yharey equally Ln/the/land/y wealth/. 
Some/ ofthe/homey were/ quite/ run/ down/, while/ 
othery were/ larger and/ kept up. I entered/ 
Khmanhotep'y ytreet where/the/homey were/ 
quite/ large/. The/ reyidenty were/ ohvLoudy well/ 
off, and/ moytprobahly worked/for the/ govern/ 
ment. 

lihmanhotep' y home/ iy -piled/ With/ fine/ 
thiAvgythat7po{A^ttxthiyytatuy. HCypottery Ly 
thez-pneyt civailalole/, cvnd/the/clothinq/hiy-pvm/ 
dy weary lymade/ofvery yheer linen/, a/ mark/ 

of quality. He/ycentyhiyhome/with/ 

myrrh/. Imported/ -from/ Pwenet. Of 

courie/, theye/layurveycome/wtth/o/ 
't' price/: he/hayone/ofthe/higheyt 
^ fr- tay/hdly Ln/the/ nei^hhorhoxyd/. 
i ^ ' Tired/ from/ my Journey, I 
\-f' retired/ tcrhed/. The/typical/ 
i ’ f Egyptian/headreyt, a/ curved/piece/ 

\ . ^ofwood/atoopo/ymall/pedeytal/,didn/t 
y - look/eypecially inviting/, hutthiy 
1 ,^; I wooden/ “pillxow” proved/to-he/ yuTpriy- 
I ingly reitful/. 
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Road Button 


can't get to a building via a road, they can't acquirettie 
goods or srvicEsthat building provides nor can they find 
employment there 


To build a road, first makesurethe land isclear. Then, 
ctioo^the "Road" button, and click on the area where 
you would like to place a road. J ust as with clearing 
the land, you can build large sections of road at one 
time by clicking and dragging the mouse As you drag 
the mouse, you see what the road 
will look like after it's placed and 
how much it will cost. If there are 
any barriers such as uncleared land 
or a building, the road bends around 
the obstruction. When you let go of 
the mouse button, the road is laid. 

When neighborhoods begin to 
prosper, the city's residents take it 
upon themselves to pave over dirt 
roads Once a road is paved, you can place Plazas on 
them (see pages H3- 114). 




Build Housing Button 


Building Housing 

You never build or improve housing directly. Rather, 
you (Mine areas where you want people to settle, and 
they do the rest. When your city is new, some immi- 
grants always show up to build homes as soon as you 
earmark the land for them. After this initial influx of 
people, your city must attract new citizens by offering 
thethingspeoplewant — mainly food, jobsand hous- 
ing. 


To designate a housing area, first click on the 
"Housing" button on the Control Panel. Then, click 
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on the area where you'd like to place some housing. 
You can designate housing areas one lot at a time, or 
you can hold down the mouse button and drag over 
largerareas You can even drag an area of housing over 
roads — the roads remain in place Afteryou earmark 
an area for housing, a "vacant" sign appears on the 
land. When immigrants arrive, they will construct 
their own simple structures 

All housing must be placed within two spaces of the 
road and must be built on clear land. Make sure there 
isaclear path between the housing areas you designate 
and the Kingdom Road. You may need to build water 
crosings (see pages UD- 113) so that immigrants can 
get to certain areas 

Housing Evolution 

As conditions improve in the city, your citizens will 
want to live in more attractive structures They will 
u pgrade thei r housi ng o n thei r o wn . The advantages of 
highly evolved housing are many, including increased 
tax revenues and improved prosperity (see page ]92). 
All you need to do to foster the development of bet- 
ter housing is to make sure your citizens live in pleas- 
ant neighborhoods and have acces to the goods and 
services they want. 

Dilapidated houses drag down the desirability of the 
surrounding area Ramshackle housing catches fire 
easily; as housing improves the chance that it will 
catch on fire decreases Fine homes also enhance the 
desirability of thesurrounding area perhapseven help- 
ing other nearby houses to evolve into better domi- 
ciles 
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Goods and Services 

What do your citizens want? Their needs aren't much 
different from our own. They like a varied diet and 
goods such as pottery, linen and beer, that make their 
lives easier and more fun. As your citizens become 
wealthier, they also want luxury goods both domestic 
and imported, in their homes The chapters on food 
and farmi ng ( pages 59- 67) and i ndustry ( pages 69- 79) 
will tell you howto provide these items 

Access to services such as education (pages ]65- ]66), 
religion (pages 117- ]27) and entertainment (pages 
]59- ]63), enriches your people's lives and encourages 
them to build more impresive homes 

Desirability 

Citizens will improve their housing if you surround 



Housing Evolution. Asconditionsin your city improve, your citizens will 
take it upon themselves to build more elaborate dwellings 
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them with beauty. Neighborhoods with lush Gardens 
and stately Statues are most appreciated by your citi- 
zens 

Equally important to adding attractive elements is 
keeping unattractive elements to a minimum. Your 
citizens won't relish living near noisy and smelly 
industrial structures or bull dings that unsavory charac- 
ters frequent. For more on each building's particular 
dfect on desirability, consult Appendix X starting on 
page 222. 

The easiest way to find out what a specific dwelling 
needsto evolve, or what ispreventing it from evolving, 
is to info-click on it. The pop-up screen tells you 
exactly what the house needs next to evolve It also 
provides an inventory of hou^old goods This 
inventory shows you if the dwelling is about to run 
out of anything which might hinder its future devel- 
opment. 


Wells and Water Supplies 

Wells and Water Supplies provide drinking water to 
your populace These structures cannot be placed just 
anywhere — they must be built on grasland (^ page 
36) . Grasland i ndicates the presence of groundwater. 
A green "ghost" of the water structure will appear 
when you have chosen a viable location. You can also 
use the Water Overlay (see page 204) to see which 
land can support water- related structures 



Health and Sanitation 
Stmctures Button 


A Well is the most basic water structure It provides 
accesto fairly clean drinking water to a limited range 
of homes While some water is better than no water, 
a Well isles beneficial than itscousn, the Water Supply. 


Well 
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Water Supply 


Water Supplies need road acces and employees to 
carry the water to nearby homes Water Supplies and 
their water carriers can cover a wider area of your city 
than Wells can, and the water they provide is much 
cleaner than that provided by Wells 

Water Supplies also help reduce the risk of malaria 
striking the city (see page 354) . 


Houses Roads and Drinking Water 


45 





People and Employment 

A s the city grows it comes alive with people 
going about their daily tasks New families 
arrive, others depart. The workforce tends to 
its responsibilities bringing ^rvices to the citizens 
Men, women and children are all active participants in 
city life They are the city's lifeblood, coursing along 
its streets The citizens^ lives — how they come to 
your city, how they find employment, and what hap- 
pens after they attain v\ealth — are the topics of this 
chapter. 

Attracting Immigrants 

When the city is new, immigrants in ^rch of adven- 
ture come to experience lifeon a newfrontier. Asthe 
city becomes more established, new immigrants are 
attracted mainly as a result of word- of- mouth. If life 
in the city is good, resulting in high City Sentiment, 
then the residents will spread the word throughout the 
Kingdom. New people will come to the city provided 
there is room for them. 

City Sentiment 

City Sentiment is an indicator of the quality of life in 
the city. The factors that contribute to high City 
Sentiment are high wages low taxes food availability 
and job availability. All citizens expect to be properly 
fed and to be employed. They also expect to be ade- 
quately compensated for their work and not to pay an 
unreasonable tax rate 

Citizens are v\ell aware of what wages other Egyptian 
citiespay. IftheKingdom'sstandard wage le/el changes 
a mesage notifying you ofthe new pay rate will be sent. 
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You cgn get gwgy with chgfging citizens highef tgxes if 
the city is otherwise g gregt pigce to live. Citizens 
won't mind pgying g little extrg to live in g city with 
plenty of food, jobs gnd decent wgges. Citizens will 
become upset, however, if they feel conditions gre 


T<}imu¥\hcftsp’yfamCLy 
Ahket; lZt3vyear ofKame^iey 
Momwogp 

Vear JotAmcd/, 

NeferneEbo/, Khmuy\hotep'ywCf^, greet- 
ed/ me/whewl ftncdly aroie Lv\/1d\e/ vnorninig'. 
She' (yffered/ me/ ddLctcruy porridge of grcein/ 
for hrecikfdft. WhtleIwc^eatU\jg',d\echd/- 
dreev cxMne irvto- ^eedoe newcermer. AU/the 
children/ dtU/ have the 'hde hock/ of youth/: 
thetrhatr U'cut ihort eaeeptfor o/hong'tre&yof 
hair that comeyfrom/theUde of their heady. 
Theeldeit, who- Cy nearly 14, wiJJb yoon/have 
thly hdelock/ cut off cind/ endarethe iebi/ cere- 
m/OY\y irywhlch/hewidheclrcumelied/. Once 
hehay entered/ cudutthood/, hlyfwmdy wQl/ 
^end/hlm/to-thePer-Ankh/, which/ we cati 
library, txrlearn/hlyfcdherycrcdft. 

After the children/ returned to- their 
tjoyy, t^efernedccutxdd/ vne of cu recent mlyfor- 
tanethathefeU/her family. Her father poMed/ 
(On/Cifter a/long' and/ frultfuLlife. Nefernetko/ 
ml 4 /^ey her father terrildy, huttalceycoynfort Ln/ 
theknowledgethathellvey on/ in/the field/ of 
IZeedy. llefernetbcualycrred^eayy knowing' 
that, in/cacccfrdancewCth/fgyptCan/ 
tradition/, one/-thlrd/ofher 
father' yeytaiepa-iiey to- 
Nefernetko/y vnother. 

Nefernetko/ and/her Hb- j 
lingyfhare the other i 

two-thlrdy. Atleayt Y -, 

thefamdy iyfreefrom/ i' 
want. 

After breakfait, I 'y , C-' ' 
leftKhmanhatep'yhcometo- \ 
negotiate a/ trade on/hehalf 
of my aountry. 
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unfgir in the city, if hgifthe citizens gre pgying high 
tgxes, gnd the other hgif gre pgying no tgxes gt gll. City 
Sentiment will plummet. 

if you fgil to meet citizens' expectgtions, the word will 
quickly spregd to others considering g move to your 
city. PotentigI immigrgnts will decide to stgy where 
they gre or find gnother city to cgll home if your city 
hgs g poor reputgtion, gs expressed by the low senti- 
ment of its residents, if your city's reputgtion drops 
too precipitously, some of its residents mgy move out 
in segrch of g better life. 

Your chief Overseer Csee pgge 203) knows how citi- 
zens gre feeling. Wse his City Sentiment report gs g 
guide to improving conditions in your city. 

In gddition to limiting immigrgtion, poor City 
Sentiment cgn giso encourgge crime Csee pgge 99). 

Lgck of housing is the other mgjor fgctor thgt keeps 
immigrgnts gwgy. Check in with your Overseer of the 
Grgngries Csee pgge 200). He cgn tell you how mgny 
more people the city's current housing stock cgn host, 
if housing is gimost completely occupied, zone some 
new housing gregs to gttrgct new immigrgnts, or tgke 
steps to encourgge existing homes to improve. Better 
housing gccommodgtes more people. 

Fincling WofkeR 

Most buildings require employees Cyou'll legrn gbout 
the different jobs your citizens cgn hgve in subsequent 
chgpters). When g new building needing employees is 
built, it dispgtches g representgtive to seek out gvgiigble 
workers in negrby neighborhoods, if he finds occupied 
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housing nearby, and if the city overall has people in 
need of work, then the building that ^t him out will 
be staffed with employees If hefailsto find astaff for 
the building that sent him, he'll continue hissearch. 

People of the City 

Thecity employs dozensof different workers who per- 
form very different tasks Some of the city's workers 
maketheir way along thecity'sstreetsasthey go about 
their day-to-day tasks The^ walkers can be broken 
down into two groups tho^that have a specific desti- 
nation in mind and those who roam thecity. 

De^inetion Walkers 

Destination walkers leave their places of employment 
with a specific goal in mind. Using a map of your city's 
roads they determine the shortest route to their des- 
tination. With few exceptions (noted below), they 
always u^ your city's roads to find the shortest route 

Your city'sdestination walkers are: 

Buyers from the Bazaar 
Delivery men (cart pushers sled pullers and 
chariot deliverers) 

Thieves 

Vagrants 

Tower and wall ^tries 
Sedge haulers (do not need roads) 

Hunters (do not need roads) 

Reed gatherers (do not need roads) 

Wood cutters (do not need roads) 

Soldiers (do not need roads) 

Immigrants (do not need roads) 

Emigrants (do not need roads) 


These people always make a trip for a specific purpo^, 
usually to pick up or deliver something. 

Certain people who normally roam freely will some- 
times have a specific destination in mind: 

Performerson their way from performer's 
schools to venues 

Constables on their way to defend the city 
Fire marshals on their way to douse a fire 
Stonemasons* bricklayers and carpenters on 
their way to a monument 

Unles the above walkers are performing the tasks 
specified, they behave as roaming walkers 

^ I a 4 

Roaming Walkers 

Walkers who roam thecity bring benefits to your cit- 
izens when they pas by housing. Some also provide 
valuable ^rvices to the buildings in thecity. 

Roamers leave their buildings with no specific destina- 
tion in mind. When they leave their building, they try 
to start in adifferent direction every time From there, 
they can be completely unpredictable 

Every time walkers who roam the city encounter an 
interaction, they must decide which way to turn. 
They don't make the same decision every time, so 
hou^that they have pa^d before may not be visit- 
ed again for sometime 
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The best way to corral the^ walkers is through good 
city planning. Snce intersections give these walkers so 
much freedom, keeping intersections to a minimum 
helps to guide these walkers to where you want them 
to go. 

Roadblocks page ]D 9) are another dfective too I in 
controlling roamera When a roamer encounters a 
Roadblock, he or she turns around. Walkers with a 
specific destination in mind passthrough Roadblocks 

Use Roadblocks card^ully. If you place a Roadblock to 
prevent a Bazaar seller from strolling through the city's 
industrial sector, for example, you might also block 
architects and fire marshals who need to service some 
industrial buildings on the other side of the 
Roadblock. Roadblocks that separate industries from 
housing can also prevent buildingsfrom finding need- 
ed employees Roadblocks can make no distinction 
between roamers so card'ully consider who you might 
be blocking out when you use them. 

The wal kers who roam the city are: 

Bazaar ^lers 

Constables (except as noted on page 5:i) 
Magistrates 

Fire marshals ( except as noted on page 51) 
Architects 

Performers ( except as noted on page 51) 
Bricklayers (except as noted on page 51) 
Carpenters ( except as noted on page 51) 
Stonemasons (except as noted on page 51) 
Senet masters 
Priests 
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Teachers 
Librarians 
Plagued citizens 
Tax CO I lectors 
Dentists 
Physicians 
Herbalists 
Embalmers 
Water carriers 

If your city's housing has evolved to very high levels 
(see page 41), you may also see scribes wandering 
around your city. Scribes enjoy the city's services but 
do not work themselves For more on scribes seepage 
57. 


I f ^ I 

Unennployrnent 

Unemployment can become a serious problem in your 
city, but one that is relatively easy to solve High 
unemployment contributes to poor City Sentiment 
(see page 47) which can hamper immigration and 
encourage crime 

The cure to unemployment is to create new Jobs 
Unemployment affords you the opportunity to 
improve your city's services which could lead to a 
higher Culture Rating (see page 191). Check in with 
your Overseers (see pages 197- 203) to see if your city 
has an adequate number of entertainment venues 
Temples Schools Librariesand health facilities If the 
city is lacking in any of these areas solve the unem- 
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ployment problem by building more structures to 
provide the needed services. Use the Overlays (see 
pages 203-209) to see if any specific neighborhoods 
in the city lack particular services. 

You can also turn unemployment problems into cold, 
hard debena If the city isengaging in trade, check to 
see if it is exporting all that it can to its trade partners 
If it isn't, build more of the required industry to meet 
the demand. The city's coffers will bend'it. 

A low level of unemployment is actually better than a 
I abo r sho rtage N ew bu i Idi ngs draw thei r wo rkersf ro m 
the ranks of the unemployed. When more than ]0 
percent of citizens are out of work, though, problems 
will ensue 

Labor Siortages 

Labor shortages can be the more devastating employ- 
ment problem. When industries are understaffed, ser- 
vices begin to suffer becau^ buildings that are only 
partially staffed are much les dficient than fully 
staffed buildings When services suffer, property values 
go down and people are usually forced from their 
homes sometimescausing emigration. Emigration, of 
course, further reduces the workforce which results in 
more services sufferi ng. 

Drawing immigrants to the city solves labor shortage 
problems If the city is currently experiencing a labor 
shortage, manage the labor force (see below) to make 
sure that key services like food production and distri- 
bution, are fully staffed. 


People and Employment 


55 


Managing Labor 

Your Overseer of the Workers (page ]97) and your 
O verier of Commerce ( page ]99) can help you man- 
age the city's labor force to alleviate a labor shortage 

To ensure that the most important services are provid- 
ed, work with your Overseer of the Workers to set 
employment priorities The Over^er lists all the 
employment sectors in the city, the number of work- 
ers required in each ^ctor, and the current number of 
workers employed in each sector. If one of the sectors 
that you consider to be most important is under- 
staffed, click on it. A screen popsup with the numbers 
one through nine Click the number one to make the 
selected sector the top priority. The Overseer of the 
Workers funnels employees into the work sector 
you've designated the top priority until all positionsin 
that sector are filled. After you set afirst priority, you 
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can ^ aseoDnd, then a third, and so on. 

You can prioritize the labor force in any order you 
wish. You can only haveonetop priority, though, and 
when you choo^ a new one, your other priorities are 
adjusted accordingly. Note that when you ^ priori- 
ties* other employment sectors can suffer from severe 
labor shortages 

YourOverseerof Commerce can also help solve a labor 
shortage by shutting down industries Check the city's 
Storage Yards and Granaries for good candidates for 
temporary work stoppage If you notice that the city 
has a glut of a particular supply, shut that industry 
down for a while That industry's employees will find 
work in other employment actors and help to reduce 
the labor shortage. 

To temporarily shut down an industry, visit the 
Over^er of Commerce and click on the industry you 
wish to shut down. On the screen that pops up, a but- 
ton reading "Industry isOn" appears Click the button 
until it reads "Industry isOff"to shut it down. To turn 
an industry back on, click the button until it reads 
"Industry is On." When an industry has been shut 
down, it will appear in yellow on the Over^er of 
Co mmerce's screen. 

Keep an eye on the Storage Yards while industries are 
shut down to make sure the city doesn't run out of 
any goods it needs Also be careful when shutting 
down a raw material producer. If the city runs out of 
a raw material, manufacturers that require the item 
won't be able to turn out any new goods and their 
employees will sit idle unles you specifically shut 
down their industry, too. 


Smbes 

When your city matures into a fine metropolis that 
offersthe best of goods ^rvicesand, most important- 
ly, education, somecitizensbecomescribes Scribesdo 
not work, but they do pay a lot in taxes You can 
watch them going about your city, pursuing leisure 

When some of your working folk become scribes the 
demand for goods may increase, but your pool of 
available workers cfecreases If immigrants don't pour 
into your city to take the newly vacant positions take 
steps to lure more immigrants 




Farming and Food Production 

Z oning land for houses gets people to the city. 

Food keeps them there Food production is 
probably the single most important industry in 
the city, and farms will likely be the primary sourceof 
food. The city won't survive long without a steady 
supply of food. Flungry people tend to be cranky, 
prone to di^a^ and eager emigrants 

Most of Egypt isdry and unarable The fertile banks of 
the Nile, however, cut through like a rich, luxurious 
ribbon. This fertile land is limited, so you must plan 
farms card^ully. Other areas have meadows on which 
farms can thrive 

TheN ilQ tlielixixHion crxJtheN ilomd^ 

Certainly, many great cities and countries have been 
built along the banksof a river. What makes the N ile 
so special? Each year, the Nile floods its banks 
depositing nutrient- rich silt on the land. Called the 
Inundation, this yearly event is so important that 
Egyptians base their seasons on the river's cycles 

Usually, the N ile floods its banks every year between 
J une and September. Two to four months after the 
flood, the N ile recedes leaving behind it the most fer- 
tile land in Egypt. 

But, the N ile is unpredictable It can flood high one 
year and lowthe next, or, if your city istruly unfortu- 
nate, the flood might not happen at all. Luckily, you 
have a Nilometer to help you gauge the coming 
flood's characteristics Priests interpret the N ilometer 
readings and notify your Chief Over^er (page 203) 
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Fuming ^n4 Foo4 Pfo4uciion 


with infofmgtion reggfcling the next fIoo4. Check in 
with youT chief Ovefseei" for the latest Nilometer 
regcling so you cgn pign for the coming yegr gnd gcljust 
foo4 pro4uction gs necessary. 

The only things you cgn buil4 on the fIoo4 pigin gre 
fgrms, rog4s gn4 Irrigation Pitches. All other buil4ings 
woul4 be 4estroye4 by the floo4. 



Food, gnd Farming 
Structures Button 


BuiMing Foo4 3n4 Fgi-ming Stmctui-es 

All the structures in this section cgn be built by click- 
ing on the "Foo4 gn4 Farming Structures" button in 
the Control Pgnel. The menu thgt pops up lists gll the 
foo4 gn4 farming structures gvgiigble to you. Some 
regions mgy not be gbie to support gll types of fgrms 
gn4 foo4 structures. 


Floo4pIgin Fgfming and Wor-k Canips 

Fgrming on the floo4 pigin cgn be very pro4uctive. 
Acre for gcre, floo4plgin fgrms ten4 to yiel4 more 
crops thgn meg4ow fgrms Csee pgge 62), but the grow- 
ing segson is Iimite4 4ue to the lnun4gtion, gn4 the 
fgrms gre hgrveste4 only once every yegr. 

Floo4plgin fgrms generglly pro4uce more becguse the 
Ign4 there is usuglly more fertile. Not gll floo4plgin 
Ign4, however, is eguglly fertile. The 4gBker the floo4 
pigin gn4 the lusher the grgss growing on it, the more 
fertile it is. Info-click on g fgrm to fin4 out its Ign4's 
fertility. 

The fIoo4 pigin's fertility 4epen4s upon the floo4's 
wgters. Every time g fgrm on the floo4 pigin is hgr- 
veste4, the fertility of the Ign4 is 4eplete4. ifthe floo4 
wgters 4o not replenish the Ign4, its fertility is not 
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restore4. ifthe floo4plgin Ign4 you hgve built fgrms 
on begins to lose its fertility, you might consi4er 
buil4ing new fgrms on more fertile Ign4 gn4 4emolish- 
ing the ol4 ones. 


Ahket; IZ^yearofficimeiiey 
Midday 

Vear Jcfurnai/, 

Ayl wciUced/towcu^d^lhe/StxyrcLg^yYcu'd/ 
where/ our vbewiy for trade/ were/ ytored/, I 
thought how fbrtMttenA^ our timing/ way. The/ 
Injurdation/way due/to- ybartin/ a/ couple/ of 
weeky, OAydaU/the/crOpyhad/Juytheen/harveyt- 
edi Egypt yQrarurCey are/ filied/to-cccpcccCty 
right now, OA^xdTm/yure/ the/ trade/ miniyter 
wiU/he/eugerto-uhlxyad/yyme/ofthe/iurpluy. 

The/ N lie/ iy truly o/hleylng/to-thtyland/. 
Without Ct, Egypt woidd/he/ldoe/yo-yyiccny lardy 
in/thly region/: hot, dry and/ Cnfertde/. 'Becauye/ 
the/ river fertXli^feythe/land/ each year, Egypt iy 
ahle/to-grow dherye/cropy Idee/ grain/, hurley, 
fiajo, chickpeay, pomegrarxxteyand/figy, to- 
name/hutafew. The/Inundaticm/iyremarh- 
dhly reliahle/, too: (granted/, yome/yearythe/ 
InurdatUm/iylowerthan/in/othery, hutonly 
on/the/ rareytoceahon/haythe/Inundation/ 
heen/toxolow txrfertdl^the/land/. 

Ayl wedked/throughthe/peayantT 
neighhxyrhood/, I yaw the/ men/ofthe/houye/- 
holdypreparing/fyr their Journeyyto-the/deyert 
where/they wdl/help hudd/ 
pharaoh) ytomh-. The/ gov- 
ernment conycripted/ 
many of theye/ men/to- do- 
thly hard/ work/, hut the/ 
workery will/ he/paid/. 

Hoytofthem/conyider it 
ar/honor to-help 
pharaoh/ to- immortality. 
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Work Camp 



Meadow Farm 


Floodplain farms also tend to produce more becau^ 
they do not need to devote space for year- round liv- 
ing quarters Floodplain farms arejust fields and any 
required farm hands come from a Work Camp. 

Gangsof peasants gather at the Work Camp for align- 
ment. During farming *ason, the Work Camp will 
likely ^d most of its work crews to the floodplain 
farms If all floodplain farms are staffed, or if it isflood 
ffiason, the Work Camp sends gangs to work on any 
active monument projects in the city that may need 
them. 

While one Work Camp could provide peasants for all 
floodplain farms and monuments the more Work 
Camps you have, the quicker farms or construction 
projects will receive the peasants they need. More 
Work Camps will also provide more peasants which 
speeds the monument- building process 

Like other walkers peasant laborers have a limited 
working life Time spent walking to work is time not 
spent working, so don't build Work Camps too far 
from the floodplain fields 

Both Work Camps and floodplain farms require road 
acces. Work Campsalso need labor. 

Meaciow Farming 

Arable land is not limited to the flood plains 
Meadows are also arable, and meadow farms have the 
advantage of supporting crops year- round. 


own staff of employees Fully staffing the farm is 
important; a farm that is partially staffed yields les 
than a fully- staffed farm. In addition to labor, mead- 
ow farms need road access 

Depending on the crop, meadow farms are harvested 
one or two times per year. Barley, grain and pome- 
granates are harvested twice a year, while flax, lettuce 
and chickpeas are harvested only once a year. Each 
harvest usually produces lesthan a floodplain farm's 
harvest. 


When building a fam, you 
don’t have to ^Dadfy "Meedow 
Fam" or Tlooc^dan Fam" 
Your athiteds ajtomdicdly 
know which type of fam to 
build, depaTding on whaeyou 
build it Both fa m s ood the 
sareanount of mon^. 



M eado w farms can be vita 
to the city's existence 
While harvests of flood 
plain farms are large, they only occur once a year, and 
the farms are inactive for two to four months of the 
year during the Inundation. Becau^ they are active 
year round, meadow farms can help tide the popula- 
tion over during the Inundation. 


Fertility variesfrom meadowto meadow. The yellow 
vegetation that grows oi 
meadows with highfertilit 
isveryden^ Harvesting 
meadow farm does no 
deplete the fertility of it 
land. Info- clicking on 
meadow farm shows yoi 
the fertility level of its Ian- 
and when the next harve 
will be 


WorkCampsdo not supply meadow farms with a gang llTigction Snd WcteT UftS 

of farm hands rather, each meadow farm must find its You can increaffi the fertility — and hence, the pro- 
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Water Lift 


ductivity — of farmland through irrigation. Irrigation 
can turn land that yields little into land that can sup- 
port a productive farm. Both floodplain and meadow 
farmland can be irrigated. 

To bring the bend^its of irrigation to a farm, run an 
Irrigation Ditch to within two spaces of it. Thedfects 
of irrigation are not cumulative; as long as there isone 
Irrigation Ditch within two spaces of a farm, the farm is 
fully irrigated. 


Floodplain farms are at the water's levd 
where Irrigation Ditchescan beconnect- 
ed directly to the N Me Meadow farms 
however, are not at the water's levd. To 
irrigate meadow farms you must build a 
Water Lift. 


I ' . 


r- 


V 


Water Lifts bring water up one levd. They 
can be built on land adjacent to a body of 
water orto the flood plain. For Water Lifts 
built adjacent to the flood plain, you must 
build an Irrigation Ditch running from the 
N ile to the front of the Water Lift to 
supply it with water. 

Attach an Irrigation Ditch to the back 
of the Water Lift to irrigate mead- 
ow farms Irrigation Ditches twist 
and turn around all objects that 
impedethdr path except for roads 
Irrigation Ditches automatically run 
under roads as needed. 


Increasing the fertility of its land will 
increase the amount of food a farm yidds 
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Fertility has no dfect on the length of the growing 
season. 

Even irrigated farms must still be built on arable land. 
Irrigation can increase the fertility of land, but it can- 
not make infertile land fertile. 

Crop Types 

Egypt can grow many types of crops Most locations 
however, can only support a few different types and 
some desert areas can grow nothing at all and must 
import all thdrfood. Somefarmsgrowfoodstuffsthat 
will keep citizens fed while other farms grow crops 
which are used for raw materials 

The foods grown on farms are grain, chickpeas lettuce, 
pomegranates and figs Grain Farms also produce 
straw as a by- product, which is used in the manufac- 
ture of bricks (see page 76) and also to feed cattle (see 
page 67) . The other raw materials produced on farms 
are barley and flax. Barley Farms grow barley that is 
brewed into beer (^e page 76), and Flax Farms pro- 
duce flax that iswoven into linen (see page 76). 

Other Food Sources 

Egypt's bounty isn't limited to what can be produced 
o n farms M any regi o ns have an abu ndance of wi I dl ife 
that can be hunted. The N ile's waters esential to the 
success of farms also teem with fish. And, cattle can 
be rai^ forthe meat they provide Here'swhat you'll 
need to do to take advantage of these resources 

Hunting. Animalsthatcan be hunted live in herds 
or flocks If you notice a herd or flock of one of 
the types of animalslisted below, build a Hunting 
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Lodge nearby. Hunting Lodges train and equip 
huntersto skillfully kill their quarry. Animalsthat 
can be hunted for food are: 

Ostriches 

Water Fowl 

Antelope 

Hunters will never completely wipeout all the ani- 
mals, but herd and flock size nevertheless is limit- 
ed, as is the rate at which they are replenished. 
Game meat from hunting isagood supplement to 
citizens^ dietsoragood way to feedasmall popu- 
lation. Herds and flocks obviously do not grow 
larger as the city's population increaffis; therd'ore, 
game meat will make up a smaller percentage of 
the city's food stock as the city grows 

Fishing. Not all waterways support fish. If a body 
of water has fish, you will see them periodically 
leaping out of the water into the air. To use these 
fish for food, the city needs one or more fishing 
boats 

Fishing boats are berthed at Fishing Wharves 
Siipwrights (see page 77) build boats for the 
industries in the city that need them. Fishing 
Wharves and Siipwrightsmust be built on straight 
sections of coast, and half of the structure must 
overhang the water so that vessels can have access 
to them. If the city has a working Soipwright, 
building a Fishing Wharf signals the ship builders 
to get busy building a fishing boat. 

Like herds and flocks fish stocks are limited but 
cannot be completely depleted. A large popula- 
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tion will flounder if it triesto subsist solely on fish. 


Raising Cattle Cattle Ranches can be built any- 
where, even in de^rt areas Cattle eat straw that 
can either be grown on Grain Farms or imported 
from a trade partner. 

Cattle Ranches store this straw on site to keep the 
cattle fed. 



Cattle Ranch 


Hunting Lodges Fishing Wharves and Cattle Ranches 
all require road accesand workers 



I ndustry 


P eople have built attractive housing, and immi- 
grants are pouring in. You have working farms 
to feed the populace and to provide some 
employment. Now, your peoplearedemanding more 
They want more goods and services, and more jobs for 
them^ves To provide for the^ needs a city must 
have a bustling economy supported by industry. 

Types of Industries 

A multitude of industries flourish in Egypt, and your 
city will most likely be able to support many of them. 
Some industries produce raw materials other indus- 
tries turn tho^ raw materials into finished products 
All industries have two very basic requirements acces 
to the road and a labor supply. 

Raw M Aerials 

Egypt isble^d with many resourcesthat can be man- 
ufactured into goods The^ resources however, must 
be coaxed from the earth; they do not Just pre^t 
them^ves at manufacturers ready to be u^. To 
harvest raw materials click on Industrial Structures 
Raw Materials then choo^ a structure You'll find 
the^ raw materials in Egypt: 

Stone Quarrymen chi^ large blocks of rock at 
four different kinds of quarry: 

Plain stone Quarry 
Li mesto ne Q uarry 
Granite Quarry 
Sandstone Quarry 


B 

Industrial aructures 
Button 



Quarry 
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If there are extensive rocky outcroppings in the 
city'sarea, you are most likely able to build quar- 
ries to extract the rock. Some areas though, will 
have rock that's not of construction grade, or too 
little rock to support industry. Click on the 
Industrial Structures button and check the list of 
raw materials available This list shows you what 
types of stone, if any, can be quarried in the area 

You must build quarries adjacent to rocky out- 
croppings If you have picked an appropriate loca 
tion, you will see a green ghost of the Quarry 
you're trying to place Otherwise, you will a 
red block. 



Stone cannot be manufactured into other prod- 
ucts Stone is however, the stuff of monuments 
and significant amounts of 
stone are needed to com- 
plete even some of the 
smaller monuments 


Quarries which are dug 
into the side of rocky out- 
croppings are prone to 
collapm Be sure to build 
an Architect's post (see 
page DO) near the quarries 
to prevent disaster. 



Gold and Copper. Metallic nuggets lying amongst 
rocky outcroppings indicate the presence of gold, 
copper or both. Click on the Industrial Structures 
button and check the raw materials list to see 
which, if any, you can mine 


Metal Mine 
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If you are lucky enough to be able to mine gold, 
you should take advantage of the opportunity. 
Gold is money, and mining gold affords your city 
the chance to make its own. 

Before you start mining gold, build a Palace (see 
page Dl). The Palace converts gold ore into 
usable currency, which is counted in debena If 
gold is mined bd'ore a Palace is built, the Gold 
Mine's cart pusher will have no place to take it. 
Gold ore is never stored in a Siorage Yard. 

Copper is a valuable metal, too. After it has been 
mined, copper can be sold to trade partners or 
manufactured into weapons at a Weaponsmith 
(see page 77). 

Both Copper and Go Id M i nes must be bui It next to 
rocky outcroppings with metallic nuggets When 
trying to place a mine, a green ghost of the build- 
ing will appear when you hold your mouse cursor 
over a viable location. 

Copper and Gold Mines like Quarries are in dan- 
ger of collapsing. Build an Architect's post nearby 
to help deter this risk. 

Gems Gems like stone, gold and copper, are 
mined from rocky outcroppings You can't tell by 
looking at the rock whether or not it can produce 
gems If gems can be mined. Gemstone Mi nes will 
be listed in the Industrial Structures Raw Materials 
list. Like quarries Gemstone Mines must be 
placed adjacent to rocky outcroppings They are 
also susceptible to collapse, so be sure to build an 
A rchitect's post nearby. 



Gemstone M ine 
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Straw, Barley and Flax. Barley, flax and straw are 
grown on farms Raw material farms like the^ 
share all the characteristics common to food 
farms they must be built on arable land, their 
fields become more fertile with irrigation and 
farms built on the flood plain tend to yield more 
crops See the chapter on Food and Farming on 
pages 58- 67 for more information. 



Barley Farms produce barley from which 
Brevra^ make beer (page 76), and flax 
can be made into linen (page 76) 
grows on Flax Farms Straw grows on 
n Farms ( page 65) and is a by- prod- 
uct of grain production. Straw, along 
with clay, is used to make bricks (page 
76), and straw is also used to feed cattle 
on Cattle Ranches ( page 67) . 



Reed Gatherer 


Reeds and Wood. If you see stands of trees or 
fields of reeds you can usually build a Reed 
Gatherer or a Wood Cutter. J ust as the presence 
of small stone deposits doesn't always mean that 
you can quarry stone, some areas of trees or reeds 
might be too small, or of too low quality, to sup- 
port industry. You'll know for sure if you have 
access to these buildings if they are in the 
Industrial Structures Raw Materials list. 



Wood Cutter 


A Reed Gatherer sends out harvesters to collect 
reeds that can be pounded into papyrus at the 
Papyrus M aker. A Reed Gatherer does not have to 
be adjacent to afield of reeds Harvesters are will- 
ing to walk from their building to the reed field. 

A Wood Cutter works in a similar fashion. Like 
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the Reed Gatherer, the Wood Cutter does not 
have to be adjacent to a forest. 

Wood is an important and valuable raw material in 
Egypt and the rest of the world. Shipwrights (see 
page 77) need wood to construct and repair war- 
ships and transport ships Chariot Makers con- 
struct chariots from wood (see page 77). Finally, 
wood is used by the Carpenters^ Guild to make 
ramps and scaffolding for monuments (see page 
BO). 

Wood tends to be scarce in Egypt, so you should 
harvest it whenever you have the chance Because 
it is so rare, think twice bd'ore clearing trees in 
order to make room for buildings Wood is one 
of the more valuable raw materials in the open 
market, and your city can profit from exporting it. 

While neither the Reed Gatherer nor the Wood 
Cutter needs to be built next to their raw materi- 
al, it makes ^se to place these buildings as close 
to the raw material as posible The shorter the 
distance the workers have to travel, the more pro- 
ductive they will be 

When harvesters and wood cutters are about their 
tasks you'll notice that after they have harvested a 
region, the reeds or trees do not grow back right 
away. It takes time for new reeds and trees to 
sprout and grow. Because of this it is posible to 
over- harvest these resources if you have too many 
harvestersor wood cutters working in a particular 
area Reedsand trees (unles you clear them) will 
eventually grow back, but your industries might 
sit idle while waiting for regrowth. It's best to 
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consider the amount of resources available bd^ore 
building Wood Cutters and Reed Gatherers. 

Clay Pit. Clay Pits produce clay that can be turned 
into pottery by a Potter (see page 75). When 
combined with straw, clay can also be turned into 
brick (see page 76), an important construction 
material for certain monuments 

Clay Pits need to be near a body of water becau^ 
that iswherethe best quality clay isfound. You'll 
knowthat you've picked a good spot for a Clay Pit 
when you see a green ghost of the building. 



All raw materials producers employ delivery men, 
either cart pushers or sled pullers that bring their 
materials to other buildings that 
need them. The delivery men first 
try to find a manufacturer that needs 
supplies Because they don't like to 
work any harder than necesary, they 
always try to bring their raw materi- 
als to the closest manufacturer. If 
no manufacturer needs their load of 
raw materials the delivery men find 
the clo^ aorage Yard that has 
space for their load. 


Theonly raw material delivery men who do not behave 
in this fashion are the Gold M ine cart pusher and the 
quarry sled puller. The Gold Mine cart pusher brings 
his gold only to the Palace, never to a aorage Yard. 
Because stone cannot be manufactured into any other 
good, quarry sled pullers always bring their materialsto 
a aorage Yard. 
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Each raw material producer generally furnishesenough 
commodity to supply two manufacturers 

Manufacturers 

To really rake in the trade debens build manufacturers 
to turn raw materials into finished goods 
Manufactured goods tend to have a higher market 
value than raw materials Furthermore, citizens have 
little use for raw materials directly, though they clam- 
or for manufactured goods 

All manufacturersfunction similarly. They all require 
road access and labor. They all also require raw mate 
rialsdelivered to them from a raw material producer or 
a Storage Yard. If the city cannot produce a raw mate 
rial that manufacturers need, the city will be able to 
import it from a trade partner. 

To build most manufacturers choose the Industrial 
Structures button from the Control Panel, then pick a 
manufacturer. The only manufacturers that are not 
listed here are the Weaponsmith and the Chariot 
Maker. These structures can be built by clicking on the 
M ilitary aructures button on the Control Panel. 

Following is a complete list of all manufactured prod- 
ucts Because accesto different raw materials is limit- 
ed, not all regions will be able to manufacture all the 
products listed. 


Pottery. Pottersturn clay into pottery. Pottery is 
an important commodity in any city. It'sthe first 
good your citizens will demand after you satisfy 
their needs for food and water. 
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Beer. Brewers take the humble barley plant and 
transform it into tasty beer at the Brewery. Like 
pottery, beer is one of the products your citizens 
want to have in their homes Beer is also ^rved at 
the Senet House (see page ]61). 



Weaver 


Linen. Weavers turn flax fibers into linen. Your 
citizens use linen for clothing and want a supply of 
the material in their homes Mortuaries (seepage 
]52) also u^ linen to perform the embalming rit- 
ual. 



Jeweler 



Papyrus Maker 



Brickworks 


Luxury Goods Your richest citizens want fine lux- 
ury goods and they won't be satisfied with just 
onetype The only luxury good you'll be able to 
manufacture, however, isjewelry from gemstones 
Jev\elers craft these fine pieces in their workshops 
To meet your wealthy citizens^ demands your city 
will need to import a second luxury good from a 
trade partner at significant cost. 

While Jewelry is expensive to import, it is not a 
lucrative export for your city. Much of the 
expense in buying a luxury good is the cost of 
transportation, not the cost of materials 

Papyrus Papyrus Makers hammer reeds into 
papyrus Papyrus is es^tial to education (see 
page ]65) in your city. You must have a supply of 
papyrus stored in your Storage Yard to build a 
Library, and both Libraries and Scribal Schools 
need papyrus to educate your wealthiest citizens 

Brid^ Brick makers combine clay with straw to 
make bricks Bricks are esential to the construc- 
tion of certain monuments (see pages 132- 134, 


Industry 


77 


141-142). 

Weapons Using copper, the Weaponsmith fash- 
ions weapons The Recruiter uses weapons to 
equip Infantry companies (see page 173). 



Weaponsmith 


Chariots The Chariot Maker uses wood to manu- 
facture magnificent war chariots He sends the 
finished product to the Recruiter to outfit chario- 
teers (^ page 173) . 



Chaiot Maker 


Slips Siipwrights build and repairall shipsin your 
city (except for ferry boats). They are ski I led in all 
typesof boat making and can build a strong com- 
bat ve^ Just as easily as they can build a small 
fishing boat. 

Siipwrights make fishing boats from whatever 
resources they have on hand and do not need a 
delivery of raw materials to fashion them. 
Warships and transport ships on the other hand, 
are built from wood. Soipwrights need a supply of 
wood bd^ore they can begin building military 
ships 



Shipwright 


Slipwrights need road acces and workers They 
also need to be placed on the 
coastline. You'll know when 
you've chosen a good spot 
when you see a green 
ghost of the build- 
ing. 


No water vesels are avail able for import or export. 
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Storage 

Finished goods and exces raw materials are stored in 
Storage Yards ( page 84- 85) . The^ items can be 
exported from the city's Storage Yards and Storage 
Yard delivery men bring finished goods and raw mate- 
rialsto buildingsthat require them. Storage Yards and 
their role within the city are diseased fully in the next 
chapter. 

Running Efficient indu^ries 

Efficient industriesare profitable industries The more 
goods an industry turns out, the more money can be 
made on the open market, or the better supplied your 
citizens will be with the products and services they 
crave Providing plenty of workersfor the city's indus 
tries is a good way to keep them active An under- 
staffed industry will turn out products at a much slow- 
er rate 

When you plan your city's industries make sure raw 
materials producers are near their corresponding man- 
ufacturers The longer a raw materialsdelivery man has 
to travel to make hisdelivery, the more likely it isthat 
a manufacturer may fall idle in the meantime 
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Y Dur farms produce succulent foods Your 
industries turn out fine products and usd^ul raw 
materials How do you get the food and prod- 
ucts your citizens demand to them? And how do you 
engage trade partners? The key isto fully develop your 
city's distribution system. An dficiently organized 
storage and distribution system will help you meet 
your citizens demands for commodities increase the 
productivity of your industries and boost your city's 
profits from trade 


Granaries 


0 nee farmers harvest thei r crops hunters prepare thei r 
quarry, fishermen clean their catch and cattle ranchers 
carve their meat, the food needs someplace to go. 
That someplace is the Granary. 

Each food farm and food- producing structure 
employsa cart pusher. These burly fellows are respon- 
sible for safely delivering food to the Granary. They 
will always seek out the closest Granary first, but will 
travel a great distance if all the nearby Granaries have 
no room for their product. If all the Granaries in the 
city have no room, or if they are understaffed and are 
not working properly, cart pushers stand still, con- 
founded, until a Granary can accept his food again. 

1 nfo- click on a stagnant cart pusher to find out why he 
isn't moving. 



Granary 


Cart pushers will bring their loads to a Storage Yard 
(see page 84- 85), againfavoringthedosstone, if you 
have specifically told the So rage Yard to Accept a par- 
ticular food. The cart pusher, in fact, will bypass the 
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Granary and take food directly to a So rage Yard if you 
set the Storage Yard's special orders (see page 85) fora 
particular food to Accept. From the So rage Yards the 
food can be exported to a trade partner. 

You can at a glance how full a Granary is by look- 
ing through itsfill holesat the foodstuffsstored inside 
Info- click on the Granary to see exactly how much 
food and which types are stored there 

To build a Granary, click on the Siorage and 
Distribution Structures button on the Control Panel. 
Granaries need both road access and labor. 

Granary Special Orders 

As your city grows* you might want to give specific 
orders to certain Granariesto manage the flow of food 
in your city. You can give Granaries instructions by 
choosing Special Orders from the panel that appears 
when you info- click on a Granary. 

Inthe^aecial Orders panel, all thetypesof food avail- 
able to your city are listed. The dd'ault setting is for 
the Granary to "Accept All" foods to the maximum 
amount the Granary can hold. By clicking the button 
next to the foodstuff, you can choo^ one of the fol- 
lowing commands for each item: 

Accept All/ Fill Granary. You may decide to limit 
how much of a single item a Granary accepts (for 
example, to ensure the Granary carries a variety of 
foods). You can tell the Granary to Fill anywhere 
from ]/4 to 3/4 of the Granary, or not to limit 
the amount and Accept All of the foodstuff. Use 
the scro 1 1 butto ns at the right of each item to set a 
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limit on how much the Granary will accept. 

Don't Accept. If you want a Granary to stop 
accepting a type of food altogether, click on the 
button until "Don't Accept" appears The Granary 
will not accept any more deliveries of that partic- 
ular food, but Bazaar buyers and other Granaries 
can continue to collect the food until the supply 
is completely depleted. 

GdtUpTo. If a Granary runs low on a food you 
would like to have on hand, tell it to go get the 
particular food. You can specify how much of an 
item you would like by using the scroll buttons to 
the right of the food. The Granary's cart pushers 
will go to other Granaries or to Storage Yards 
arching for the food, and will continue to go 
after a particular item until they have met the 
Granary's quota Cart pushers will not collect food 
from Granaries that have the same "Get" order. 
Otherwise, the Granaries cart pushers would spend 
their time swapping the same load of that com- 
modity back and forth. 
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Empty Food. I f you want a Granary to sto p carry- 
ing a particular food, click on the button until 
"Empty Food" appears The Granary's cart pushers 
will work to find another place for the food stuff 
until the Granary's stock of that particular item is 
depleted. 


Storage Yards 

Once the city's manufacturers have turned out their 
products they need a place to send them to be stored. 
Storage Yards are the repository for all finished goods 
and also provide a place for exces raw materials or 
food. Storage Yards are also key to trade 



To build a Storage Yard, click 
on the aorage and 
Distribution aructures but- 
ton on the Control Panel. 
You will aorage Yard in 
the list that pops up. To 
function properly. 

Yards need road accesand labor. 


Once the aorage Yard is operational, delivery men 
from the city's industries and food producers (if the 
aorage Yard's special orders are set to Accept food) 
make their way to the aorage Yard to deposit their 
loads You can the items stacked i n the yard. 

Each aorage Yard isdivided into eight sectionsand can 
hold up to eight different items Each section can hold 
only one type of item, but more than one action can 
store the same item. The quantity of each item that 
can be stored depends upon the item's size The larg- 
er the item, the lesof it a aorage Yard can store. For 
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example, a aorage Yard can hold many more piecesof 
pottery than it can blocksof stone To ensure efficient 
use of aorage Yard space, consider using ^aecial Orders 
(see below). 

To find out exactly how much of each item is stored in 
the aorage Yard, info-clickon it. Thescreen that pops 
up lists how much of each item the particular aorage 
Yard has on hand and whether or not it can accept 
more goods If a aorage Yard can't hold anymore of 
a particular item, the item isdisplayed in yellow. 

aorage Yards employ cart pushers to deliver raw mate- 
rials to manufacturers that need them and to pick up 
goods if they have been given special orders to do so. 

Special Orders 

You can give aorage Yards special orders to manage 
the flow of goods through the city. These orders are 
identical to the ones for the Granaries (described 
above on page 82) : 

accept all/ fill 
don't accept 
get 

empty 

theffi orders to decide which items a aorage Yard 
should and shouldn't accept and to control the quan- 
tities of each item. ^3ecial Orders can also prevent 
unwanted goods from being delivered to the aorage 
Yard. 

Bazaars 

Bazaars are the last link in the chain of getting food 
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Bazaar 


and commodities to people They are the linchpin to 
the city's distribution system, and without them the 
efforts of industries and food producers will be for 
naught. Bazaars deliver needed supplies to citizens' 
hou^ Residents never interact directly with Storage 
Yardsor Granaries 



Bazaar workers however, do interact directly with 
Storage Yards and Granaries to procure needed goods 
from the^ locationson behalf of citizens Each Bazaar 
employs two buyers one to buy 
commodities from Storage Yards 
the other to buy food from 
Granaries Food buyerscan only go to 
Granaries for supplies goods buyers can 
only go to Storage Yards 


Each Bazaar buyer can carry more than one 
item at time, though. For example, if her 
Bazaar needs both grain and pomegran- 
ates the food buyer can pick up both 
foods 


When a Bazaar buyer has picked up sup- 
plies she makes her way back to the 
Bazaar with a train of helpers in tow. The 
helpers carry items back to the Bazaar, and 
the more of them you ^e, the more supplies 
she has I nfo- cl ick on the Bazaar buyer to see specifi- 
cally what she is bringing back to the Bazaar. 


Bazaars also employ traders to bring the food and 
goods to the populace. Traders ^1 whatever com- 
modities the Bazaar has on hand, whether food or 
good. Hou^ are supplied with items from the Bazaar 
when the trader walks by. As she pas^ each house. 


the trader also findsout what the citizens in the neigh- 
borhood want next and reports back to the buyers so 
that they can procure the appropriate supplies If citi- 
zens aren't demanding food or a certain good. Bazaar 
buyers will not purcha^it. 

To build a Bazaar, click the Storage and Distribution 
Structures button in the Control Panel. Bazaars need 
employees and road access 

Bazaar ^Dedal Orders 

By default, buyers try to procure the commodities the 
citizens they serve want. To exert more control over 
the city's Bazaars you can isue ^oecial Orders 


I nfo- click on a Bazaar, then click the ^aecial Orders 
button. You will ^ a list of all the commodities the 
Bazaar istrading. Clicking on each item will give you 
the option of telling the Bazaar to buy or not to buy 
the item. 
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Bazaar ^Dedal Orders Click on Buy or Don't Buy to change the 
Bazaar's orders 
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Planning an Efficient Di^bution 

The aorage Yard, the Granary and the Bazaar are the 
basic components of your city's distribution system. 
Understanding how these three structures interrelate 
will help you keep your citizenssupplied with the food 
and goods they want. Meeting your citizens^ material 
needs leads to better- quality housing, which leads to 
an increased Prosperity Rating and allows you to col- 
lect more taxes Keep the following tips in mind as 
you plan your city to ensure that housing receives a 
steady supply of the food and goods they need. 

Build Bazaars Near Storage Yards and Granaries 

Keeping your city's Bazaars well supplied will go a 
long way to keeping citizens' material wants in 
check. The best way to keep the city's Bazaars 
bustling with commodities isto place them near a 
Granary and a Storage Yard so that buyers can 
make frequent, short trips 


Deliverymen always bring 
goods to the closest 
aorage Yard or Granay 
that can accept their load. 
Outlyi ng aorage Yards and 
Granaries may never have 
supplies delivered to them 
unless they have been given 
special orders 


Use^Dedal Ordersto Keep Outlying Storage Yards 
and Granaries supplied. Asyourcity expands you 
should build Storage Yards and Granaries in outly- 
ing areas to keep the Bazaars there stocked with 
goods These outlying Storage Yards and 
Granaries will most likely have difficulty procuring 
supplies unless you use Special Orders If you tell 
outlying Granaries and Storage Yards to "Get" 
items cart pushers will isue forth to retrieve the 
stuff from storage facilities that have some 
Enabling the "Get" order does not prevent buyers 
from taking commodities from Granaries or 
Storage Yards 
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Plan Spedalized Storage Yards If you have built a 
Storage Yard for the sole purpose of supplying 
Bazaars with the goods they need, consider using 
Saecial Ordersto tell the Storage Yard to specialize 
only i n goods for the home Set the Storage Yard's 
orders to "Don't Accept" for goods citizens can't 
use, like weapons wood, etc. This prevents the 
Storage Yard from being clogged with items that 
people deem useles. 

Carefully Plan Roads If there are well- supplied 
Granaries and StorageYards near a given Bazaar, it 
probably won't have a problem keeping food and 
goods on the shelves The Bazaar may still have a 
problem getting these supplies to housing, how- 
ever, if the city's roads are not laid out well. 

The trader i s respo nsi bl e fo r bri ngi ng suppi i es f ro m 
the Bazaar to housi ng. The trader is a roamer ( see 
page 51), and does not follow a set path. Every 
time she encounters an intersection, she must 
choose which way to go, and she wo n't choose the 
same way every time The more intersections she 
comes across the less predictable her path 
becomes And, as the trader is off wandering 
around the city, housing that needsthegoodsand 
foods she provides will go without, and they will 
devolve 

To keeptraderson the straight and narrow, try not 
to build too many interactions in the city. 
Another good tool for controlling traders is the 
Roadblock page 1D9). When a trader — or 
any other roamer — encounters a Roadblock, she 
turns around and heads in the other direction. 
The Roadblock hel ps prevent tradersfrom wander- 
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ing off into the inclustfigl ofothef non-fesiclentigl 
sections of the city. 

if citizens are not supplied with the food 9nd goods 
they want, build more Bazaats. As housing devel- 
ops and evolves, it graws more spacious, and more 
residents can call it home. Be sure to build more 
Bazaafs as more people move into a neighbofbood. 

Be patient. Setting up a distfibution system is a 
long process, and it can take time fot- the system to 
wofk pfopefly. 


Qoodi'-froYyi/hJear and/ far 
Ahket, IZIh/year ofKameaey 
Mid^aftemaon/ 

Vecw Journal', 

It wc^time/to-d^uhwCth/ the/ matter at: 
hand/. I had/heer/charged/With/condacttng'a/ 
MMX£^,iJuJtrad^wuMlov\/to-t^pton/hehalJj-of- 
my homeland/. Whde/ Syria/ if/ o/heoatiful/ land/ 
thatprovide.y mach/fbr itypeople/, our crOpyare/ 
not cdwayy reUalyle/. The/ rain/ Cy unpre/~ 
dlctahle/, and/ many yeary our harveytiypal^ 
try. We/ look/ to- Egypt to- supplement our stocks, 
o^feririg/her the/thlngy Jie/lacky. 

I 'Mentto-ihe/ Storage/Yard/ and/ way 
plea^ed/to- see'thatthleveyhad/left: our ytodcy 
alone/. Onthlytrip, we/hroaght d/ory, wine/ 
and/ weapony for trade/. I vUlted/the/trade/ 
mlnlyter, one/of 
pharaoh/ y doseyt advi- 
sory, to- strike/the/ deal. 

In/efcchange/fbr our 
fine/ goody, we/ received 
valuable/ papyray and 
arvenorvnoayammmt 
of grain/that widgo- 
fdr in/ feeding/ our peo- 
ple/. My hasCnesy com/- 
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Tb^cie 

Few Egyptian cities are completely self-sufficient. 
Most lack the ability to produce a necessary food or 
good. To adequately provide for its citizens, a city 
must trade with others to procure some items it needs. 

The financial benefit for the city can be great, too. 
Chances are, a city will make much more money from 
exporting goods than from taxation. 


Opening 3 Tf-gcje Route 

Before your city can reap the benefits of healthy trade 
relations, you must first open a trade route. To find 

plete/, I returned ter Khmadhotep'yhou^ to-hid 
him/ar\dhlyfdmlily farewed. Imagine/ my 
pleoMo/e/whervKjununhotep graeloudy invited 
vne/to-ytay awhile/. I gratefully aecepstedhlS' 
offer, and made/the/ necesscuy arrangementy. 

To-prOperly thardKhMohhotep and 
Nefernetkafor their generosity, I stoppedhy 
de/local/'Ba^yaarto-find'dvem/apresent. The/ 
"Ba/^yvar way teeming/ with activity. T radery 
hadsetthelrwareyout, andlocdl reddenty 
were/ erarnlnlng/de/ goody, offering/ grain/, 
linen/ and other itemy in efochange/. My first 
stop way at the/hrewery stand. Taslake/my 
thirst, I bought some/heer. The/beer wcvy freshly 
brewed, andthe/ ingredlenty U4ed for flavor- 
ing/floated on top. Lucidly, the/mag/hada 
straw withafUter attached so-that I dldht 
swallow the/ sediment along/ with the/ tasty 
brew. 

I made/ my way through the/ booths' 
offering/ linen, pomegranatey figyandpottery 
until/I fbundde/ jeweler' ybooth. I fbunda 
beauttfidbeaded collar and offered some/ 
ivory in efochange/. After striking/ my bargain, 

I returnedto-Tthmunhotep' yhome/, happy that 
I wouldbe/ alole/to- stay longer inEgypt and see/ 
vnore/ofdviyfdsclnatlng/land. 
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out which citiesare willing to engage in trade, click on 
the World Map button on the Control Panel. A map 
of the world appears with other cities clearly marked. 
Cities willing to trade with your city are flying a flag. 



World Map Button 


Click on one of the cities flying a flag to ^ which 
items and in what quantities its merchants want to 
trade The quantities listed show that particular city's 
supply or demand for the year. These amounts can 
fluctuate with changing situations but once your city 
buysor^lsthe specified amount for a certain item, it 
cannot deal in that commodity with that particular 
trade partner for the rest of the year. 


Beneath the list of items is a button with the price for 
opening the trade route Click on this button to 
authorize the expenditure from the city's treasury and 
to open the trade route 


Importing and Exporting 

Once you've opened a trade route, tell your Overseer 
of Commerce to import or export a commodity. The 
Over^er of Commerce's screen lists all the commodi- 
ties available to the city, whether through the city's 
own industries or through importation. Next to each 
item is the amount currently stored in the city, fol- 
io v«d by the trade status of the item. The Overseer of 
Commerce tells you if an item can be imported or 
exported. Click on one of the^ items and a screen 
pops up describing the status of that particular Indus 
try in your city. Click oneofthetop buttonsto begin 
trading a commodity. 


Importing. Once you have told your Over^er of 
Commerce to import an item, you have two 


options you can ^ your own import guidelines 
or allow the Overseer to do so. When you ^ a 
specific import guideline, the city will continue to 
import the item as long as it has les than the spec- 
ified amount stored in its Storage Yards If you let 
the Overseer of Commerced hisown guidelines 
he'll consider the city's needs for the items on an 
ongoing basis and import an appropriate amount 
as needed. 


Exporting. Much of the time, the same com- 
modities you export are valued by your citizens as 
well. To keep your citizens happy, besureto keep 
an adequate supply of the commodities you are 
exporting in the city's Storage Yards You can 
either ^ a specific amount that should be kept in 



Overseer of Commerce's Screen. The Overseer of Commerce's screen 
show you wealth of information regarding goods and foods available to 
your city. 
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the Storage Yardsor let theOver^er of Commerce 
determine how much of an item should be kept 
on hand; then, any surplus items will be exported. 

Once you have told the Over^er of Commerce to 
begin trading a certain item, its trade status will be 
updated in the Overseer of Commerce's screen. The 
screen shows which items are being imported and 
exported. Italso showswhetheryou have^yourown 
trade guidelines or if you have left the^ decisions up 
to you Overseer of Commerce 

Sometimes* you can either import or export a com- 
modity, giving you more flexibility as you plan your 
industries Deciding whether to import or export a 
commodity depends upon your goals If you want to 
bolster the city's income, then devote the labor need- 
ed to produce the commodity and export it. If you 
want to u^ the city's labor for another purpose, then 
import the commodity. You can never import and 
export the same item at the same time 

A good way to make money, hov«ver, isto import a 
raw material and export a finished product. 
Manufacturing products from imported raw materials 
isthe best way to make money, and no other source of 
income will match the potential revenue generated by 
manufacturing. 

Sea and River Trade 

Some of the city'strade partners come by water. Great 
trading ve^s float down the N Me, but they won't do 
your city any good if they don't have a place to dock. 
Build a Dock on the coastline for these bargesto moor. 
To function properly. Docks must also have road access 


and labor. Once a trade ship has docked, cart pushers 
from the Dock busily unload commodities and bring 
them to the city's Storage Yards and then load any 
goods the city is exporting to this partner and bring 
them back to the Dock. It's a good idea to build a 
Storage Yard near your Dock to shorten the cart push- 
ers journeys 

Commodity Pricing 

Your Overseer of Commerce knowsthe going rate for 
commodities throughout the world. To how 
much items ffill or can be purcha^ for, click on the 
Snow Prices button on the Overseer's screen. Trade 
status is replaced with price information. The prices 
shown are per transaction. Click the button again to 
return to the trade status screen. 

When you visit your Over^er of Commerce, you'll 
notice that buyers pay more for a commodity than 
filers receive Merchants incur expend transporting 
items for sale and make up the difference by charging 
buyers more than ^lers receive for items Luxury 
goods are an excellent example of the difference 
between the buyer's price and the seller's price. 
Becau^ it is so dangerous to transport luxury goods 
traders charge a large sum to tho^ wishing to buy 
them. For the same reason, they pay a small price to 
tho^ wishing to ^1 them. 



Municipal Functions 


R esidents have many expectations of their city. 
They expect to feel safe and to have their 
homes protected from fire They also expect 
city officials to beautify surroundings by planting 
Gardens improving roads and erecting Statues 

These benefits hov«ver, do come at a price Residents 
also expect their government to levy taxes While 
money earned from exporting commodities will likely 
be the city's primary source of income, tax money 
nevertheless is an important contributor to any city's 
coffers 

Click on the Municipal aructu res button to ^ all the 
^rvices a city can offer its citizens as v\ell as all the 
means of making them pay for the^ ^rvices 

Con^ables and M agi^ictes 

Mostcitizensarecontentto live peaceable lives When 
they have complaints about a city, they voice them 
calmly orfindgreenerpastureselsewhere A few, how- 
ever, exprestheir displeasure through actsof crime A 
sizable force of constables and magistrates will help 
keep the disgruntled at bay. 

Constables work out of Police Stations and magis- 
trates work out of Courthou^ Both the^ buildings 
need road acces and a supply of labor. Once these 
bull dings are operational, you will ^constables walk- 
ing their beats and magistrates strolling through the 
city's neighborhoods Info- click on these buildingsto 
^ if they have full employment and to see what their 
employees are doi ng. 




The Municipal aructures 
Button 


% 

Poiiceaation 
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At the Bazaar 

Proyet, 12th year of Ra messes 
Morning 

Dear J ournal, 

Todayl went to the Bazaar again, 
thistimewith Nefernetka. Nefernetka usually 
does not go to the Bazaar herself, but relies on 
the traders that work the! r wa y through the 
neighborhoods But, today we went to the 
Bazaar ourselves, I think because Nefernetka 
wa n ted to be su re to en terta I n m e. 

We stopped by a weaver's booth, where 
the fi nest II nen wa s set out for exa mi nation . 
Th e best linen isthethinn est, and I n d eed this 
weaver must be well know for her skill because 
I could see right through some of her cloth. 
While we were admiring her linen, a commo- 
tion erupted behind us A small monkey, bit- 
ing for all he was worth, wasfirmly latched 
on to the a n kle of a man tryi ng to stea I a 
small pi ece of jewel ry. Alerted bythecries, a 
constable came over to ad dress matters The 
woman at the weaver's booth, sha ki ng her 
head , sa id , 'That's the second ti me this month 
that Merypta h has been ca ught stea II ng. Last 
ti me, the ma gi strate let hi m off with 50 blows. 
He won't be so lenient this time." 

After we returned home, I went 
out to the lovely garden next to 
Khmunhotep and Nefernetka's 
house. The garden is replete with 
sacred lotus blossoms, chrysa n- 
themumsand irises. In the 
center is a lovely statue, 
flanked by sycamore trees. 
Trees a re rare in Egypt 
and considered to be 
sacred residences of the 
gods. 
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When constables and magistrates pas by a house, they 
reduce the likelihood that a criminal will emerge from 
that housa Keep in mind, though, that constablesand 
magistrates do not follow a set route They roam the 
city's streets, and, like other roaming walkers every 
time they encounter an intersection they must decide 
which way to go. See page 51for more on walkers who 
roam the city. 



Courthouse 


Courthouss srve the additional function of storing 
part of your city's treasury. For more on money in 
your city, see page 102. 


City Sentiment and Crime 

Poor City Sentiment is causd when citizens^ basic 
needs are not met. Factors contributing to poor City 
Sentiment include low wages high taxes not enough 
food and not enough Jobs Social inequality also 
worsens citizens' moods Residents become up^ if 
they are payi ng taxes whi le others are getti ng off scott 
free, or if they are denied services that othersin the city 
have 


When citizens become angry enough, they turn to 
crime Their aim is to steal money, either from the 
city's treasury or from your family savings To see 
which housesare likely to spawn thieves use the Risks 
Crime Overlay page 204). When viewing this 
overlay, the city's houses are replaced with columns 
the higher the column, the more likely it is that the 
house will set a criminal loose on the city. 

Once a criminal hitsthe streets magistrates are power- 
lesto stop him. Constables however, can apprehend 
and subdue cri mi nalsbd^ore they strike Crimewill be 
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averted if a constable encounters a criminal on the 
city's streets Providing for your citizens^ basic needs 
to maintain high City Sentiment, though, is the best 
way to prevent crime 


Other Sacurity Issues 

City Defense Constables try to dd'end the city from 
any threat. If the city is invaded, constables will do 
their best to dd'eat the foe They are not, however, 
equipped with deadly weapons nor are they schooled 
in the art of war. Dd'eating an enemy army is a tall 
order for constables but it is a feat the constables can 
accomplish if there is a tremendous number of them 
engaged in the fight. 


Animal Predators Smilarly, if animalsattackthecity's 
inhabitants constables will step in to help. 

Animal predators though, are quite 
fierce, and it may take more than 
one constable to subdue them. 

Dangero us an i mal s i ncl ude croco- 
diles hyenas and hippopotamuses 
Military solutions are usually the best dd'ense against 
animals A company of soldiers or javelins 
thrown from towers can make quick work of 
the animal predators 



K Military sc 
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Structural Flak/vs 

Large structures like Storage Yards mines Granaries 
Temples and Temple Complexes are prone to collapse 
Architects patrolling your streets repair structural flaws 
before disaster strikes Architects are based in 
Architect's posts and info- clicking on this building 
tells you if it is operational and how many employees 
it has O nee the building isfunctional, architects begin 
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inspecting buildings for damage 

You can check to see if a particular building has a risk 
of collapse by using the Risks Damage Overlay (see 
page 206). If you notice that a certain building or 
group of buildings hasa high risk of collapse, you may 
want to place an Architect's post nearby to ensure that 
an architect provides his services page Slfor more 
on roaming walkers). 

Collap^ can have catastrophic effects If a Granary or 
Storage Yard collapses any food or goods stored there 
will be lost. 

Fire Prevention 

Some buildings in your city are prone to fire Likely 
candidates include run-down housing and industry 
bui I dings I ike potters If you do nothing to stop it, fire 
can spread through the city, destroying whole sections 
at one time To prevent this build Firehouses near 
buildings that are likely to catch fire To find out 
which buildings could go up in smoke, use the Risks 
Fi re overlay. The Fi re Overlay shows you where the 
highest risk of fire is indicating where you may need 
more Firehouses 

Palaces 

One of the most majestic buildings in the city is the 
Palace This building is a physical reminder of Egypt's 
power. 

A city can have only one Palace, and the building 
serves as its seat of government. Without this impor- 
tant meeting place, the city cannot collect taxes The 
Palace, however, does not send out itsown taxcollec- 



Architect’s post 


Firehouse 
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tors You need to build Tax Collectors^ offices (see 
page ]D4) to take in what the city isowed. 

I n addition to road accesand 
labor, at least one part 
of the Palace must be 
on grasland to supply 
it with ground water. 
High ranking officiaisfrom 
Egypt and abroad stay in the 
Palace when visiting the city. 

The Palace also provides an "at- a- glance" look at your 
ratings When you hold the cursor over the building, 
a balloon listing your ratings the tax rate and the 
unemployment rate appears 

You can also set your city'stax rate by info- clicking on 
the Palace On the pop-up panel, the tax rate is listed. 
Click the buttons to the right of the tax rate adjust it 
up or down. 

If the city is fortunate enough to have Gold Mines 
nearby (see page 70), the Palace accepts the gold ore 
and converts it into cash. 

Palacescomein three different sizes Village, Town and 
City. In each city, only oneofthesesizeswill beavail- 
able to build, depending on the rank you have 
attained. 

Taxes and Money 

Once the Palace is built, the city can begin collecting 
taxes 




Munidpal Functions 


103 


When your city is new and its industries are in their 
infancies taxes are es^ntial to keeping the city solvent. 
Even when trade revenue picks up, charging citizens 
taxes can provide a sizable supplement to the city's 
income 


Siting a Tax Rcte 

By default, the tax rate is ^ at 9 percent. To change 
this rate, either info- click on the city's Palace or visit 
the Overseer of theTreasury. Setting the city'stax rate 
at the Palace isdescribed on the previous page 


The O verier of the Treasury provides you with a 
wealth of information that will help you decide at what 
level to ^ the tax rate In addition to listing the tax 
rate itself, he tells you what percentage of the popula- 
tion is currently registered for the tax (that is how 
many are visited by tax collectors), and how much rev- 
enue is generated. He also knows how much more 
money the city would earn if every citizen was regis- 
tered for the tax. 



With this information, you can 
decide what to do about the 
city's tax rate If the city isn't 
earning enough from taxes the 
answer may be to build more 
TaxCollectorsf offices 
Administration: Tax Income 
Overlay (^ page 208) to 
which neighborhoods 
paying their fair share 


Raising taxes can be a good 
if the city is in debt and needs a 
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quick influx of money. Increasing taxes* however, is 
not a good long-term solution to the city's money 
problems A high tax rate has a dramatic negative 
dfect on City Sentiment, and citizens will not tolerate 
high taxes for long. Many of them will move from 
your city, draining your city of its work force Other 
citizens may turn to crime (see page 47). Be judicious 
when raising the city's tax rate, and card'ully watch 
your citizens^ reactions 

Lowering taxes on the other hand, pleads your citi- 
zens They will praiseyournameinthestreetsasawise 
and benevolent ruler. 



Tax Collector^ office 


TcD< Collectors 

Citizens do expect to pay taxes but they need a little 
prodding. Tax collectors go door to door, as^sing 
what each household can afford and making sure citi- 
zens are payi ng thei r fai r share 

Tax collectors work out of Tax Collectors' offices 
These buildings need road accesand labor in order to 
operate The city must also have a Palace (see page 
]D1) bd'ore you can build Tax Col lectors^ offices Ifthe 
Palace is destroyed, the Tax Collectors^ offices will 
remain, but they will no longer ^d out tax collectors 


Build Tax Collectors^ offices anywhere you havehous 
es to ensure that most citizens are registered for the 
tax Sometimes it may not be advantageous to have a 
tax collector patrolling in particularly poor areas of 
your city. Your poorest citizenswill not owe much in 
taxes and the amount your tax col lectors collect from 
them may not outweigh the expense of building a Tax 
Collector post and paying its staff. Your poor citizens' 
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lives are hard enough; you might choose not to add to 
their burden by taking their meager savings 

Also be sure to tax all the city's residentsfairly. If only 
about half of the city's inhabitants are visited by a tax 
collector, they will become disgruntled quickly, which 
could lower City Sentiment and cause people to turn 
to a life of crime Fairness is important to Egyptians 
and they want to be sure that people in similar stations 
asthem^vesare also paying tax 

Tax Collectors' offices like the Palace and 
Courthouffis each store a portion of your city'sfunds 

The City Treasury 

The money the city makes from collecting taxes min- 
ing gold, receiving gifts and exporting goods is stored 
in vaults located in the Palace, the Tax Collectors^ 
offices and theCourthou^ The Palace hasthe largest 
vault and can store the most money. Each Courthouse 
can store about half of what a Palace can store Tax 
Collectors^ offices can store about one third of what 
the Palace stores If one of these bui Idi ngs is destroyed 
by invaders some of the city'sfunds will be plundered. 
If you demolish one of these buildings yourself, the 
city's treasury will not be affected. 

The City's Funds and Debt 

Your Overseer of the Treasury keeps a running tally of 
the treasury's balance and provides the previous year's 
information for comparison's sake He uses several 
lineitemsin his a^sment of your city's fortunes By 
visiting him, you will be able to see the city's sources 
of income You'll also be able to ^ where the city's 
money goes 
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if you spend too much, the city will obviously go into 
debt. The Kingdom will extend 9 credit line of up to 
5,000 debens, but this comes with 9 pfice. The 
Kingdom ch 9 i'ges 9 siz 9 ble interest i- 9 te, so p 9 ying the 
city's debt off quickly is vefy import 9 nt. The city must 


P}u;fr(Mh/yPcdace'CLnd/In(iustH(^ 

Proyet; IZth/yearofllcwie&iey 
MomCn^ 

Vear Journaii 

Early fhly morning', lihmurhotsp nnd/ 
I mado'our way to-the'certsr oftown/to-o/ 
colonial/ Hctniton/. ItCyone'ofPharaoh'ymary 
homey, a^nd/ a/ jbrtxine' iyloeked/ ir\/ ity 
vcuAity. Onthe/itide'ofthe'Palaee'Cyaylarge', 
OAidpixaed/lake/. PharcMh/ord/hCyfbworCtB'WCfe' 
yaU/lhelr barge/, Amem/(^leamy, there/. The/ 
palaee/iyaiUo-home/to-317 HCttCte/women/, 
whom/ pharaoh/ received/ ay part of a/ dowry for 
manyLng/ a/ H CttCte/ prLncoiy. 

prom/lhe/paXaee/, weheaded/fbr the/ 
LndAAytrLai/diytrLct. Tihmuhhotep Lyfvuridlcir 
wCth/ my fdyciA^ation/fbr the/wciy thingyworh 

ccnd/hnew I would/evy'oy O/ 
vUiTto-yyme/ofthe/town/y 
marufdeturery. A 
caeophony greeted/ ay: the/ 
poanding/ of the pccpyruy 
maikery irtermLngled/ with 
the/ chatter of the/linen/ 

■j weavery. Waveyofheat 
emxMxated/frcmi/ the/ fiery 
htLn/ cut the/pottery worhihop, ccnd/the/potter 
harhed/cmderyto-hiyccyfiytccvit, iei&Cittng/that 
he/turn/the/ wheel/fdyter. Theciyiytcir\tiy 
whine/, T car\/tturnthiyccny fdyter,' added/to- 
the/noUe/. ViytiAvct yneUywaFted/through/the/ 
air, pcuttcodarly the/hearty ycerxt of matted/ 
barley being/ made Lnto-beer. 
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m9ke these interest p9yments evefy ye9f, even if it h9s 
to boffow more money to do so. if the city owes 
more th 9 n 5,000 debens, you won't be 9 ble to build 
9 ny new structures, but the city will be 9 ble to incur 
even more debt due to interest p 9 yments. W 9 tch the 
city's funds carefully, and do all you can to avoid debt. 

if the city incurs debt, others in Egypt may begin to 
question your abilities to successfully govern a city. 
Pebt d 9 mages your Kingdom Rating fsee page 194-), 
and the city may be attacked if your Kingdom Rating 
sinks low enough. Unless you have an extremely large, 
well-trained military to defeat these armies and navies, 
the city will be destroyed and you will fail the mission. 

Mansions 

Because of your family's importance, you are 
allowed to build a Mansion using funds 
from the city's treasury. Your residence is 
a grand structure, and neighboring citizens 
swell with pride when they pass by your home. 

In addition to providing a place for respite, your resi- 
dence stores your family savings Csee below). In fact, 
you cannot draw a salary until you have built a 
Mansion. 

The Mansion must have road access. It does not 
require labor, but, because it is your home, it must be 
built on grassland to supply it with ground water. At 
least one part of the Mansion must be placed over 
green grass. 

As your family becomes more prominent, you will be 
able to build bigger Mansions. The sizes of Mansions 
are Personal, Family and Pynasty. 
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Your Salary 

All your toiling to build agreat Egyptian city does not 
go unrewarded. You are granted a sal ary based on your 
rank. As long as you have a Mansion, you can earn an 
income If you think you are worth more (or les) 
than what you are paid, you can adjust your own salary 
accordingly. Keepin mind that others in the Kingdom 
may not look too kindly on you if you pay your^f a 
hefty salary. They will question your dedication to the 
Kingdom, and your Kingdom Rating (see page ]94) 
may suffer the consequences of your ego. 

The Political Overseer (see page ]98) saves your salary 
for your family and keeps track of you family savings 
balance Family savings are stored in your residence 
and usually are passed down to your heirs If the cen- 
tral government breaks down, signifying the end of a 
Period, your family savings are lost. 

Spending Your Family ScMngs 

There are two ways to spend your family savings you 
can send gifts to the people of Egypt or give to the 
city. 

To maintain a good reputation in the Kingdom, the 
most important thing you can do is establish a thriv- 
ing, profitable city. Of course, those who donate gifts 
to Egypt are thought of very highly. Be forewarned, 
though, that people in the Kingdom become bored 
quickly, so your gifts must become fancier and more 
expensive over time If they don't, others might think 
you are getting cheap, and your standing in the 
Kingdom could decrease 


To send a gift to the Kingdom, visit your Political 
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Overseer and click on the button "Send a Gift." You 
have three choices of gifts to send, each oneincreasing 
on the previous one's lavishnes. Consider how much 
your family has saved, and chooseagift accordingly. 

If the city is about to go in the red, you may want to 
supplement the city'sfundswith yourfamily'ssavinga 
Debt is not looked upon lightly in the Kingdom (see 
page ]94). If your funds can save the city from incur- 
ring debt, you'd be well served to contribute it to the 
city's coffers 

Your Political Over^erwill managetheproces of giv- 
ing from your family savings Visit him, and click on 
the "Give to City" button to begin the transaction, 
^secify an amount, and click on the "Give to City" 
button. Your Political Overseer will ensure that the 
city's treasury receives the funds 

Roadblocks 

Roadblocks help you control the paths roaming walk- 
ers take When walkers who roam the city encounter 
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Send a Gift. Visit your Political Overseer to send a gift. You have 
three gifts from which to choose. 
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a Roadblock, they turn around. Roadblocks do not 
affect destination walkers See page 50 for more on 
walkers 

Build a Roadblock anywhere that your roaming walk- 
ers don't need to go, for example, on the road to your 
industrial areas Be wary, though, of isolating areas 
entirely from walkers who roam the city. The same 
Roadblock that keeps a trader from the Bazaar from 
wandering into the industrial sector also turns back 
architects fire marshals and constables It also stops 
labor recruiters from walking from the industrial area 
to your housing ^ctor where they find employees 

Wcter Crossings 

Egypt wouldn't survive without the N ile, but the river 
does cau^ an interesting wrinkle in city planning. 
Luckily, you can acces both fertile shores of the N ile 
by building water crosings 



Bridge 


Bridges 

A Bridge isan inexpensive way to crosasmall body of 
water. It can only cros a short expanse of water, and 
no ships can pas under it, including fishing boats and 
warships Use a Bridge if the distance to be spanned is 
small and if there's no boat traffic on the body of 
water. 

Bridges must be built on asmooth section of coastline, 
and there must be a corresponding smooth section of 
coastline on the opposite shore If a bridge may be 
built on the location you choos, you will se a green 
"ghost" of the bridge as you try to place it. If the 
bridge cannot be built, you will see a red square 
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Ferries 

Water can also be crosed with ferries Ferries are 
much more versatile than Bridges and do not block 
water traffic. 


To provide ferry ^rviceto the city, two Ferry Landings 
must be built. Like other coastal structures Ferry 
Landings must be built on a smooth action of coast. 
As with other structures you will know if you have 
picked an appropriate place to build your Ferry 
Landing if you see a green ghost of the building. After 
you place the first Landing, you will see green squares 
on the opposite coast. You may build the other Ferry 
Landing on any of these green squares 


Both Ferry Landings must have staff and 
road acces bd'ore either will operate, 
so you'll probably need to desig- 
nate so me housi ng o n the far side of 
the river as soon as you build the 
Landings Ferry masters provide their own boats so 
the ^rvicesof a Siipwright are not needed. 



Siould your water oioffl ng 
be damaged, it is impor- 
tant to nebuiid itassoon as 
possibie Residents and 
industry cut off from the 
main road (the road that 
existed when you began 
buiiding your dty) wiii 
dTortiy die if th^ reman 
boxed in. 




Once you have built the Ferry Landings 
emigrants and immigrants can cros the 
water. Because they u^ their own boats emi- 
grants and immigrants can use Ferry Landings even if 
the buildings do not have road acces or labor. Ferry 
Landings however, do need road access and labor to 
carry other people back and forth. 



All destination walkers can use the ferries (see page 50 
for more on destination walkers). This includes buy- 
ers from the Bazaar on their way to storage facilities 
and entertainers making their way from performer 
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schoolsto entertainment venues. Soldiers can also use 
ferriesif they are going from the Recruiter or Academy 
to their fort. Companies of soldiers however, must 
u^ military transport ships to crosthe river page 
182 ). 

Each Ferry Landing hasone ferry boat. Both boats wait 
until one boat hasfour pa^ngers before making their 
crosinga Thefour pasengerscan beany combination 
of destination walkers. If a delivery man with goods is 
one of the pasengers the goods he istransporting are 
also ferried acros the river. A ferry boat will set sail 
bd^ore it has a full load of pasengers if enough time 
pases 

If there is no more room on a ferry boat, people will 
patiently wait in line until space opens up. If you 
notice long lines, consider building additional Ferry 
Landings 

Siould one of the Ferry Landings be destroyed, you 
can rebuild it by Meeting "Ferry Landing" from the 
Municipal Structures Water Crossings menu, then 
clicking on the Landing that has not been destroyed. 
When you do so, the familiar green squares again 
appear on the opposite shore, and you can rebuild the 
other Ferry Landing. The city's treasury will becharged 
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only for the cost of one of the buildings 

Beautificction 

N o matter how many goods and services the city pro- 
vides its inhabitants won't feel that they live in a great 
city unles their surroundings are attractive Beautifi- 
cation structures give a city character and make citi- 
zens feel that all their hard work has a purpo^ 
Beautification also has a positive impact on a neigh- 
borhood's desirability. For more on desirability, see 
page 42 

Gardens 

Gardens provide a place for your citizens to relax after 
a hard day's work, and their lushnes provides shelter 
from the hot Egyptian sun. All citizens like to have 
Gardens nearby; some may demand them. 

To plan a Garden, choose them from the 
Beautification tab under Municipal Sructures 
Gardens become more impresive the more space you 
devote to them. While citizens appreciate small 
Gardens they like large Gardens the best. 

Gardens do not need road accesor labor and cannot 
collap^ or catch fire Walkers who do not need to 
walk on roads I ike fire marshals on their way to extin- 
guish afire, can cut through Gardens 

Plazas 

Plazasareintricately tiled roads They can only be built 
on roads that citizens have already paved (see page 40 
formoreon paved roads). They add a touch of quali- 
ty to your city's neighborhoods 



Garden 


While gardens do pro- 
vide a place for your citi- 
zens to relax, th^ do not 
produce any food. 



Plaza 



114 


Munidp^ Functions 


Munidpd Functions 


115 


To build them, click on the Plazas button in the 
Municipal Structures Beautification list. Then, clickon 
the paved road. You can place Plazas one action at a 
time, or drag the mouse to place Plazas over a large 
stretch of road. 

Plazas do not change the road's carrying capacity or 
walkers^ speed of travel on them, and they do not 
require labor. 


Statues 



Statues are reminders of everything that makes 
Egyptians proud. 


Statues come in three sizes small, medium and 
large Each sizeofferstwo options After you have 
^ected the size of Statue you want, hold the 
mouse over the location you've cho^ and press 
"R" on the keyboard until the style of statue you 
want is facing the direction you like Then, 
click the mou^ button to pi ace the statue 


The larger the Statue, the greater its effect 
on desirability. Statues do not need 
road accesand cannot collap^or 
catch fire 






Religion and the Gods 


T he gods are credited with much of what is good 
in Egypt. They influence all aspects of an 
Egyptian city, from the N lie's floodsto thesuc- 
ces of its industry to the health of its citizens If you 
appear them, they will reward you. Siould you fail to 
pay proper respect, beware The gods act swiftly to 
remind you where your attention should lie 


The Gods of Egypt 

Five m^or gods are revered in Egypt, but not all are 
necesarily worshiped in every city. While some cities 
worship all five gods others may worship only one or 
two. Each deity influences a specific aspect of life 


Osiris Osiris is the God of 
Agriculture and the Nile Flood. 
Keeping him appeased will help 
ensure that the N Me floods its banks 
predictably. Ignoring him could 
wreak havoc with the annual flood, making it par- 
ticularly destmctive or, worse, causing it not to 
happen at all. 


Ra As God of the Kingdom, Ra 
influences your standing within 
Egypt. He can affect trade and 
other Kingdom- related matters 





Ptah. Ptah, God of Craftsmen, 
watches over industry in your city. 
He can make your industries more 
productive, or he can destroy them. 
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Seth. As god of Destoiction, Seth is 
most interested in tools of destruc- 
tion. His main area of influence, 
then, is your military. He can 
bestow protection on your soldiers 
or heartlessly strike them down, depending on 
how well you treat him. 

■ Bafit. Bast is the Goddes of the 
Home and touches your citizens^ 
lives by affecting their health and 
well- being. If she smiles upon the 
city, she will help make sure citizens 
are well fed and satisfied. I ncur her wrath, and she 
will destroy people's homes or their health. 

Pctron Gods and Lx)cal Deities 

Most cities have a patron god. This god pays special 
attention to the city, but also requires more attention 
from it. Cities might also worship local deities While 
they may lack the stature of the city's patron god, local 
deities still punish or reward a city ba^ on its behav- 
ior. 

You must do more to keep the city's patron god 
appeased. The patron god expects to have more 
Temples and Sirines dedicated to him or her than the 
deities in your city. To do great honor to the patron 
god, build aTemple Complex for him or her. 

Local deities know that they won't receive as much 
attention as the patron god, but each local deity 
demands equal treatment to other local deities 

To find out if the gods are satisfied with the city, visit 


theOver^erof theTemples Heknowswhich godsare 
worshiped by the citizens and how each god is feeling 
towards the city. 

Religious Buildings 

The best way to keep the gods appeaffid isto make sure 
plenty of buildings are dedicated to them. There are 
sveral different buildings from which to choo^, as 
you will see when you click on the "Religious 
Structuresf' button on the Control Panel. 

Shrines Sirines are the simplest religious struc- 
tures you can build. They do not require road 
acceSi but they do need to be within two spacesof 
the road to receive ^rvicesfrom fire marshals and 
architects A Sirine'ssole purpo^ isto plea^the 
god to which it is dedicated. While they have a 
positive effect on a neighborhood's desirability, 
they do not provide citizens acces to religion. 
Sirinesdo not employ workers 

Temples Temples are much larger structuresthan 
Sorines and active worship of the gods occurs 
inside them. When a Temple is built, you must 
dedicate it to a particular god. OncetheTempleis 
fully operational, you will ^priestson your city's 
streets bringing religion to your people 

Temple Compl©«es Generally, you can build a 
Temple Complex only for the patron god of the 
city. Sometimes you can build aTempleComplex 
to a local deity if that deity is particularly impor- 
tant. A city can only have one Temple Complex 
at a time, so be careful before you build one to a 
local deity. The patron god could become quite 
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upset, gncl the city will likely feel his of hef gngef. 

Temple Complexes gre costly, but worth the 
expense gs theif mere presence provides benefits to 
the city. 

Temples Complexes, Alt9f5 Orgcles 

Once you pigce the Temple Complex, you cgn build 
gdditiongl structures onto it. These gre called 9n 
Orgcle gnd 9n Aitgr. Egch Aitgr gnd Orgcle is dedicat- 
ed to g different, minor god, engbling your city to 
honor three gods with one building. While the gods 
honored with Orgcles gnd Aitgrs gre of smgller stgture, 
they still bring benefits to your city. 

Osiris' Temple Complex 

when you build g Temple Complex for Osiris, be 
looks to the Nile to rewgrd the city. The Nile is 
more likely to bgve good floods when there is g 
Temple Complex for Osiris in the city. You cgn 
build the following gdditions onto Osiris' Temple 
Complex: 

Aitgr of Sebek, God of Fertility. Sebek grgnts 
priests of Osiris the power to stretch the city's 
supplies of food gnd goods. As priests of 
Osiris wgik through your city, the people in 
the bouses they pgss gre suddenly sgtisfied 
with less. 

Orgcle of Min, God of Regeneration. When 
your city honors Min with gn Orgcle, be 
blesses the city by speeding the regrowtb of 
trees gnd reeds, incregsing the rgte gt which 
prey gnimgis reproduce gnd improving the 


Religion ^ncj the Gocjs 


121 


yield from fishing gnd bunting. 

Rg's Temple Complex 

Rg smiles upon the city when it bgs dedicgted g 
Temple Complex to him, gnd be rewgrds the city 
by mgking sure others in the Kingdom smile upon 
it. Building g Temple Complex for Rg incregses 
your Kingdom Rgting gnd, should the city find 
itself in debt, gllows you to get gwgy with pgying g 


A vi^ti>-the/Tewtple/ 

Proyet, IZih'ye^irof'Rcvme&iey 
Afterruxm/ 



Vecw JournaX/, 

Kiwiomhotep took/ mey to- a/ 
dedyCcated/to-IZo/. 7%Cygrecut temple/ wa^c 
ahiroliAtely hecuitifub with/ e/n^cwivcg^ a/nd/ 
pcuAWtiA^g^ covering Cty yuvfawx/. T wo- great 
oheUtky fLo/nked/ thw/ temple/ y front entro4rce'. 
The/ obeXtik^were/ capped/ with/ gold/ thxxt 
mirror y the/ yanJy hriUiart rayy. 
Khmunhotep and/I parcha^,ed/ yymw/food/ 
ar\d/ left it a^arv offering. We/ entered/ the/ 
courtyard/ and/ Joined/ the/ throngy of people/ 
who-had/ oomw/there/to-pay homnge/to-the/ 
god/. While/ there/, Khmunhotep adced/the/ 
god/ whether 
hlyiwm/ 
wouLd/be/o/ 
yuoceyyfal 
Krihe/. The/ 
god/ replied/ 
in/the/offir- 
mutive/, and/ 

Khmunhotep 
left the/ tem/- 
ple/ a/ happy 


mun. 
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lov\er interest rate Building an Altar and Oracle 
onto the Temple Complex of Ra helps you man- 
age the city's affai rs: 

A Itar of M afct. Goddess of J usticB. Thro ugh 
priests of Ra Ma'at bestows a calming effect 
on your city. As they pas by hou^ they 
lower the likelihood that the hou^ will 
unleash acriminal. The simple presence of the 
Altar reduces the city's overall risk of crime 
breaking out. 

Grade of Horus* God of the Pharaohs This 
Oracle increases citizens' dedication to 
Pharaoh and to the Kingdom, encouraging 
them to accept a lower wage without affecti ng 
their mood. 

Ptah'sTemple Complex 

When you build him a Temple Complex, Ptah 
speeds the production of many of your city's 
industries including Gold Mines Copper Mines 
Gemstone Mines Clay Pits Siipwrights Jewelers 
and Weavers The Altar and Oracle in Ptah's 
Temple Complex speed the production of other 
industriesand improves educators abilities 

Altarof Amon, GodoftheSUn. Honored by 
your attention, Amon spurs quarries Wood 
Cutters and Brickworks to work more quick- 
ly- 

Oracle of Thoth, God of Wisdom and 
Learning. Thoth'sgoal isto bring the light of 
learning to as many people as possible. When 
you build an Oracle of Thoth, librarians and 


teachers use less papyrus to educate the city's 
inhabitants 

Seth'sTemple Complex 

When a city has a Temple Complex dedicated to 
him, Seth instills a fierce will in the city's soldiers 
granting them more experience and protecting 
them in battle The additions to Seth's Temple 
Complex are: 

Altar of Anubis God of Death. Anubisgives 
easier accesto eternal life for citizens in the 
city. With his blesing, embalmers need les 
linen to prepare bodies for eternity. 

Oradeof Sekhmd:, Goddessof War. Sekhmet 
endows priests of Seth with the power to 
reduce the risk of crime in the hou^ that 



Temple Complex. While costly. Temple Complexes provide 


tremendous benefits to your city. 
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they pass and to apprehend criminals in the 
city. 

BaSt'sTemple 

Building a Temple to Bast brings good fortune to 
any city. Bast hel ps keep citizens happy by maki ng 
them satisfied with less As a result of her benev- 
olence, the rate at which your citizens consume 
food and goods is reduced, and the dfects of 
entertainers educators and health providers last 
lo nger. H er sister goddeses also i mpro ve I ife fo r 
your citizens 

Altar of Isisi Goddess of Healing. Through 
priestess of Bast, Isis lays her healing hands 
on the city's populace, removing plagued 
walkers from the streets and cleansing any 
infected houses the priestesses may pas, Isis 
also takes care to improve your city's overall 
health. 

Grade of Hethor, Goddess of J oy, Love and 
Festivity. Hathor, flattered by the Oracle you 
have built for her, will improve citizens' 
mood, resulting in better City Sentiment. 

Fedivalsand Fed:ival Squares 

A festival appeasesthegodto whom it isdedicated and 
also boosts your citizens^ spirits which results in an 
improved City Sentiment. 

Bd'oreyou can hold afestival, you must have a Festival 
Square in your city. Build a Festival Square by clicking 
on the Religious Structures button and choosing it 
from the list. A Festival Square must be placed over a 
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crosroads intersection, but it does not require labor. 
Each city can have only one Festival Square 

Once you have built a Festival Square, info- click on it 
or visit your Overseer of the Temples (see page 202) 
to order afestival. TheOverseer of theTemples knows 
how long it has been since the last festival in your city, 
and how long it has been since a festival has been 
thrown in the honor of each god. 

Decide which god you would like to dedicate a festival 
to and then click on the "Hold a Festival" button. A 
new screen pops up with pictures of each of the gods 
worshiped in the city, ^oecify the one you would like 
to honor with a festival, then decide how large a festi- 
val to throw. 

Common festivals are the most economical, but have 
the least effect on the gods and the city's residents 
Lavish festivals are more appreciated by the gods and 
your citizens enjoy the revel ry these offer. Grand fes- 
tivals are the most popular with both the gods and 
your citizens Beer flows freely at grand festivals and 
bd'oreyou can throw one, there must be enough beer 
stored in the city's So rage Yards Your Overseer of the 
Temples tel Is you how much isneeded. If agod ispar- 
ticularly angry with the city, throwing a grand festival 
in hisor her honor could save the city from a disaster. 

Once you have finished the festival plans the festival 
occurs after a few months of detailed preparations 
Visit the Overseer of the Temples to find out exactly 
when the festival will occur. When it is time for the 
festival, priests from the temple of the honored god 
maketheir way towards the Festival Square, along with 
entertainers and scribes from your wealthier houses 
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Asgovernorof thecity, you, too, make an appearance 
at the festival to pay homage to the honored god and 
mingle with the citizens 

Organizers cannot prepare more than two festivals in 
any ]2 month period. If you have already held two 
festivals in any given ]2 month period, your organiz- 
ers will accept an order for another festival, but will not 
be able to begin preparations for it yet. If plans for a 
festival are already under way, you cannot order a 
ond festival until the first one has taken place 
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G reat leaders are remembered for many rea- 
sons Some are remembered for their great 
succes in battle, others for their sage rule or 
wi^ diplomatic relations The leaders best remem- 
bered, however, are those who leave behind a physical 
reminder of their glory. The larger and more magnif- 
icent this reminder, the better. 


I n Egypt, these lofty remi nders take the shape of great 
monuments The form of these monuments changes 
with time New technology is discovered, and new 
styles are revered. Most monuments are built from a 
tremendous amount of raw materials and all of them 
need the services of at least one construction guild. 



Rel i gi o us aructu res 
Button 


Building Monuments 

To succesfully complete most missions you will need 
to build at least one monument. Some missions will 
require you to build several. You can build the need- 
ed monuments in any order you choose 

Your city's laborers can work on more than one mon- 
ument at once, and you might be tempted to order 
them to do so. Be forewarned, however, that such a 
plan might not be as wise as it first appears 
Indficiency can creep in when stonemasons and block 
haulers fail to coordinate their work. Peasants might 
deliver construction materials to one monument site 
whilethe stonemasons wait, idle, at the site where they 
would prefer to work. 

This situation frustrates the Overseer of Monuments 
deeply (see page 203), but it is harder than you would 
think to reconcile the block haulers! inflexible orders 
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with thestonemaaons; independent attitudes. Itisbest 
to avoid such conflict altogether by ordering your 
city's monuments to be built ^uentially, rather than 
simultaneously. 



Stonemasons^ Guild 


Construction Guilds 

To build any of the great monuments that make Egypt 
famous you must have construction guilds working in 
the city. If you will be needing their ^rvices you will 
^them listed when you click the Industrial Structures 
button. 

Each guild is host to skilled construction workers each 
of which specialize in working with one material. The 
guilds need both road acces and labor. The types of 
guilds are: 



Bricklayer^ Guild 



Carpenter^ Guild 


Carpenters' Guild 
Bricklayers Guild 
Stonemasons Guild 

Carpenters' Guilds stockpile supplies of wood so that 
they can respond quickly to construction requests 
Stonemasons Guilds and Bricklayers Guilds do not 
keep a store of raw materials on hand; when their 
vices are needed, they wait at the monument for peas- 
ants to deliver large Sedge loads of brick or stone 

The most complex monument, the brick- core pyra- 
mid, requires services from all three construction 
guilds Most monumentswill need the efforts of one 
or two of the guilds 


Work Camps 

In addition to providing peasants to work on flood- 


plain farms Work Camps supply the brute force need- 
ed to construct a monument. When bricklayers or 
stonemasons are ready at the Ste and Storage Yards 
have the needed supplies in stock, a team of peasants 
drags a huge sledge full of the required raw material, 
either stone or brick, to the monument site 

A Work Camp's first priority is to ^d peasants to 
floodplain farms If you build enough Work Camps 
though, work on monuments can continue year 
round. 

ConSnjdion Foreman and 0\«T93Er of 
Monuments 

The Construction Foreman and Overseer of 
Monuments provide you with all the information you 
need to know to successfully complete a monument. 

Your Over^er of Monuments can tell you what ispre 
venting construction from starting on a monument. 
He also manages the dispatch of burial provisions to 
any to mbs that may require them. 

Once construction begins the Construction Foreman 
provides much more detailed information on the pro- 
ject. He keeps a running tally of how much of each 
construction material isneededto complete the mon- 
ument. If construction is not running smoothly, he 
can tell you why. To visit the Construction Foreman, 
info- click on the monument site 

Pladng a Monument 

Becau^ of their immen^ size, some monuments can 
be especially difficult to place in your city. For the 
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Igf-gest monuments, you won't be gbie to see the 
entire footprint of the structure gt one time. 

To gssess g selected location for g monument, press the 
"M" key. The monument's footprint will freeze in the 
spot you selected, gnd you cgn move your viewpoint 
ground the city gs normgl. To pigce the monument in 
the selected locgtion, provided it's g vigble one, click 
the mouse button. To continue to look for g suitgble 
spot, press the "M" key gggin. The monument's foot- 
print will gggin follow your cursor ground your city. 


Monuments 

Mgstabas 

Mgstgbgs gre the egriiest tomb structures to be built in 
Egypt. They gre mgde entirely of bricks, gnd the ser- 
vices of brickigyers from g Brickigyers' Guild gre need- 
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VUCCvn^1he/M(>y\ume^\£y 
Proyet, 13thyearof1icvm&iiey 
Mor'ningp' 

Vear JcfurncH/, 

Today, I sti^achouton/my own/. I had/ 
heoA^dmAAdh/of-dwi/e/ Pyramids, fhe/funadreit^- 
Cng^-plaoe/ of great pharadhy, hutcouldn/t 
believe/ what I had/heen/told/. One/peryon/who- 
had/ !,eer\/ them/ told/ me/ that they dwarf every- 
thCng^arovind/them/. So-, I left the/hotaw/ very 
early ir/the/ mornlng'to- iod/to-Kodjci/to- see/ 
for myself 

I hired/ cv mar/ tor thke/ me/ on/hls/hoat 
down/to-Koitja/. When/ we/ were/ weU/ into- our 
journey, I could/ see/the/Pyramlds/ in/the/ dlsr- 
taree/. I thought that we/ woxAld/se>on/he/ upon/ 
them/, hut we/kept sailing' down/the/ river. Asr 
we/ glided/ along', the/Pyramlds/ got bigger and 
bigger, o4' did/ my sense/ of awe/, finally, the/ 
boatsman/ moxored/the/btoat, and/ we/ entered/ 
the/Valley Temple/ and/ walked/ down/ o/long' 
cansewciyto-the/base/ofthe/Pyramld/. It is/ 
impoSiSdoLe/to-escaggerate/itS/sl'^; untl/I had/ 
seen/it, I conddn/t imxagine/ cu structure/ serhuge 
or seo-gorgeouv. fine/llvnestone/eneased/the/ 
Pyramids/, ocnd/they glistened/ in/the/ Siun/. The/ 
biggest Pyramldwas/bullt for Thufu/whco- 
relgvxed/ a/ thousand/ years/ before/ the/ current 
pharaoh. My gulde/told me/that as/ magnlfu 
cent as/The/ outside/ of the/Pyramlds/oire/, the/ 
insldes/ are/ reputed/to-be/ even/ more/loeoatfuL 
The/ walls/ are painted/ 
with stories/ hercddlng' 
pharaohs/ greatne&s/, 
and/hordes/ of riches/ 
are kept in/the burial/ 
chamloer itself for the 
pharaohs/ use/ in/ the 
afterlife. 
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ed to cxjnstnjct them. Mastabas come in three sizes 
and always face east. 

To build a Mastaba, click on the Religious Structures: 
Monuments button and choose Mastaba from the 
monument list. As you move the cursor over the 
land, you will see the footprint of the building. If the 
footprint is red, you cannot place the Mastaba in the 
location you've chosen. If the footprint is green, you 
have chosen a suitable location. If you are having 
trouble placing the monument, pres the "M" key to 
freeze the footpri nt i n place ( see page B2) . 

Once you click on a valid location, the corners of the 
Mastaba are marked with stakes From this point, 
peasants and bricklayers take over. 

You can watch workers each step of the way as they 
construct the Mastaba After peasants clear the land, 
removing sand and top soil until a solid base is 
exposed, a team of bricklayers makes their way to the 
construction site and waits for a delivery of brick. 
Once there are at least 400 bricks stored in the city's 
Storage Yards peasants drag a sledge loaded with the 
material to the bricklayers at the construction site 

Each load of bricks is enough for one course of one 
section of the Mastaba. The number of cour^ and 
the number of actions in each course varies with the 
size of the monument. 

Info- click on the Mastaba at any time for a progress 
report on the project. 
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Pyramids 

Pyramids are the largest and most complex structures 
you will build. They require a large amount of empty 
land and take years to construct. But, with the right 
amount of raw materials and brute labor, your 
Pyramid will soon reach towards the sky. 

The most elaborate Pyramids are part of a larger 
Pyramid Complex. In addition to the Pyramid, the 
Co mpl ex i ncl udes a M o rtuary Tempi e, a Val I ey Tempi e 
and a Causeway. At the Mortuary Temple, located on 
the eastern face of the Pyramid, the deceased is wor- 
shiped and offerings are made to eaffi his existence in 
the afterlife The long Causeway connecting the Valley 
Temple in the east to the Mortuary Temple in the west 


Pyramid ConSruction. This Pyramid has begun Phase 1 1 of its construc- 
tion. Peasants have cleared and leveled the land and the tomb has been 
cut. N ow, stonemasons are awaiting delivery of stone to continue 
Pyramid construction. 
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f ■'■T /''. 


represents the 
deceased's journey 

I ■ i 

fj*/ from the living world to 
the world of the dead and 
mimics the Journey of the sun. In 
the Valley Temple, located on the 
N Me, the decea^'s body is prepared 
for his Journey. Construction 
workers know exactly how these 
buildings fit together, so you won't need to 
worry about placing the individual buildings 


In fact, construction workers under the direction of 
the Foreman, know everything about building 
Pyramids and Pyramid Complexes Once you choo^ 
a location for your monument, construction workers 
handle the rest, as long as you provide them with what 
they need. 


A Pyramid is built in a few basic but time consuming 
phases 


Phase I : Prepari ng the Ste 

To ensure that the Pyramid stands for thousands of 
years peasants must careful ly prepare and level the site 
To start the peasants on their task, you must first 
choo^ a location for the Pyramid. 


Choosing a Ste Click on the Religious Structures 
Monuments button on the Control Panel. From the 
list, choo^the Pyramid you wish to build. You may 
have the choice of sveral sizes or type of Pyramids to 
build, or you may be offered only one choice After 
Meeting a Pyramid, point the cursor to the landscape 
A footprint of the Pyramid will appear. If this foot- 


print is red, it means that you cannot build in that 
location. If the footprint isgreen, then you can place 
the Pyramid in the location you've cho^. Click the 
mou^ button to asign the Pyramid's location. Once 
you do, you will see stakes marking the corners of the 
monument. 

Remember, if you are building a Pyramid Complex, 
the Valley Temple must be adjacent to the water on a 
straight piece of coastline. Because Pyramid 
Complexes must be on the v\est side of the N Me, the 
Valley Temple must always be to the east of the 
Pyramid. To help you consider a cho^ location, 
press the "M " key on the keyboard to freeze the mon- 
ument footprint 

You don't have to clear trees or other removable ter- 
rain before placingthePyramid. Peasants will take care 
of that task. Hov«ver, if buildings obstruct yourcho- 
^ Pyramid site, you have to demolish the buildings 
your^f. Like other buildings* Pyramids can only be 
placed on stable terrain, and not on sand dunes* rock 
or marshland. 

La/eling the Ste Once the Pyramid has been placed, 
peasants take over. They clear the land of any trees or 
meadowand remove sand and topsoil until they reach 
solid stone bedrock. Then, they level the site 

To level the site, peasants first cut grooves into the 
bedrock and fill the grooves with water. They mark the 
water's height, and then drai n out the water. The peas- 
ants cut down the rock to the level of the mark, then 
fill in the remaining grooves with rubble The result of 
the process is a level piece of solid rock on which to 
build the Pyramid. 
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I n Pyramid Complexes* the site for the Pyramid it^f is 
the only site leveled. The land that the rest of the 
Complex will occupy does not need to be leveled. 

After the site is leveled, peasants cut the tomb that will 
ultimately house the decea^d. The tomb is cut into 
the center of the Pyramid. 

Phase II: Constructing the Pyramid 

After the site is prepared, construction workers move 
in to build the Pyramid, laying stonesor bricks 

Pyramids are made mostly of plain stone or bricks 
With the exception of Stepped Pyramids all Pyramids 
have an outer casing of fine limestone When they are 
ready, construction workers from the city's construc- 
tion guilds move to the Pyramid site and wait for a 
delivery. Whenever a Storage Yard accumulates the 
required raw material, peasants load the material on a 
sledge and drag it to the construction site As long as 
your city has enough peasant laborers the necesary 
construction guilds and supplies of raw materials 
Pyramid construction will continue 

Carpenters also contribute their ^rvices to Pyramid 
construction. They build the rampsthat allow peasants 
and construction workers to scale the sides of the 
Pyramid. Carpenters u^ the wood they have on hand 
at the Carpenters Guild. Ordinary deliverymen from a 
Storage Yard or Wood Cutter provide the Carpenters 
Guild with wood. 

Pyramids are built block by block. Info- click on the 
Pyramid to check in with the Construction Foreman. 


Hetellsyou how many more bricksor blocks of stone 
are needed to complete the current level of the 
Pyramid. H e also knows how much more is needed to 
complete the entire monument. 

If the Pyramid is part of a Pyramid Complex, construc- 
tion workers will build the Complex at the same time 
they build the Pyramid. 

Phase III: Finishing the Outer Casing 

To finish the Pyramid, stonemasons smooth the outer 
limestone layer so that the Pyramid glistens white in 
the sun. No more stone is required for this task. As 
its name i mpl ies, the Stepped Pyramid does not under- 
go this finishing pha^. 

Pyramid Types 

When Pharaoh Djo^ first asks your family to help 
Vizier Imhotep build a Pyramid, you'll have little idea 
what to expect. Imhotep describes his vision for a 
mammoth tomb that reaches toward the sun. Asgen- 
erations pass and forebears pas their knowledge to 
their succesors the vision of the Pyramid changes 
Yourfamily isan active participant in the evolution of 
the Pyramid, guidi ng the sacred tomb through the fol- 
io wing forms 

Stepped Pyramid. Stepped Pyramids the first Pyramids 
built in Egypt, are giant staircases to the sun. They are 
made entirely of plain stone, although wooden ramps 
are needed to carry stone up to the higher levels of the 
Pyramid. To build rampsand lay thestone, you'll need 
a Carpenters' Guild and a Stonemasons' Guild. 
Peasants are also needed to pull the huge sledge loads 
of stone over to the construction site Once four 
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blocks of plain stone are stored in the Storage Yards, 
and the stonemasons are ready, peasants will begin 
their arduous journey to the monument site 

Stepped Pyramids come in five different sizes small, 
medium, large. Pyramid Complex and grand Pyramid 
Complex. 


When four blocks of either plain stone or limestone 
are stored in the Storage Yards peasants load the stone 
onto a sledge and drag it over to the construction site 
To properly place the stones the services of the 
StonemasonsGuild arees^tial. TheCarpentersGuild 
provides ramps from wood that is delivered to the 
Carpenters Guild. 


Bent Pyramid. I nspi red by the sun, the architects who 
contrived the Bent Pyramid envisioned a giant obelisk 
with bent sides repre^ting one of the sun's warming 
rays So that it would shine as brightly as the sun, the 
sides of the Pyramid were smoothed. 

To build a Bent Pyramid, you will need suppliesof plain 
stone and limestone, and peasants from a Work Camp. 



Stepped Pyramid. A completed Stepped Pyramid is a v\elcome addition to 
any city. 


Bent Pyramids come in two sizes 

True Pyramid. With the first True Pyramid comes the 
perfection of the Pyramid form. The True Pyramid is 
many things a path to the sun, a sun's ray and the pri- 
mordial mound from which all life in Egypt sprung. 

The True Pyramid has a plain stone core with a lime- 
stone casing that is smoothed and polished. 
Stonemasons from the Stonemasons Guild lay the 
stone and polish the surface, while carpenters from the 
Carpenters Guild prepare the ramps necesary for con- 
struction as the Pyramid ri^ higher and higher. 
When a Storage Yard has accumulated four blocks of 
stone, peasants drag a Sedge loaded with the stone to 
the monument Ste to the waiting stonemasons 

The True Pyramid Szes are small, medium, large. 
Pyramid Complex and grand Pyramid Complex. 

Brick-Core Pyramid. Sometimes plain stone is diffi- 
cult to obtain, so bricks are u^ for the core of the 
Pyramid instead. Brick- core Pyramids are the most 
complex Pyramids you will build becau^they require 
three types of raw materials and three types of con- 
struction guilds You need brick, limestone and wood 
to build them, as well astheservicesof the Bricklayers 
Guild, the Stonemasons Guild and the Carpenters 
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Guild. You also need peasants from Work Camps to 
haul the heavy bricks and stones to the work site once 
enough is stored in the Storage Yards 

Brick- Core Pyramids can be small, medium, large. 
Pyramid Complex and , 


grand 

Complex. 


Pyramid 


^Dhinxes | 

The Sphinx is an 
elaborately carved 
and painted pro- 
tector of Pyramids 


build 






from the Religious Structures 
Monuments list. A footprint of the 
sphinx appears Asyou movethisfootprint around the 
landscape, it will either be green or red. When the 
footprint isgreen, then you have found a suitable hid- 
den deposit of stone Click the mou^ button, and the 
stone will be revealed. 


N ow, the stonemasons and carpenters can get to work, 
assuming that you have the necessary wood. 
Carpenters build scaffolding that stonemasons climb 
to carve the ^hinx. 
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Info- dick on the ^hinx to visit the Construction 
Foreman for a progres report. 

Obelisks 

Obeliskssymbolizetheraysof thesun, and great deeds 
and achievements are commemorated on the sides of 
the monument. 

Obelisks are made from a large amount of granite, and 
all the granite needed for the Obelisk must be stored in 
the city's StorageYards before you can place the mon- 
ument. 

Move the cursor over the land to pick a location for 
the Obelisk. If you a green footprint of the mon- 
ument, you can place the obelisk. 

Afteryou picka location fortheObelisk, thegran- 
ite is put into place Then, carpenters from the 
Carpenters^ Guild build scaffolding around the j 
monument, and stonemasons come to the 
monument to carve intricate designs into it. 

You do not need the ^rvices of peasants to 
build an Obelisk. 

Info- click on the monument to visit the 
Construction Foreman. He will update you on 
the status of the monument. 


Sun Temples 

Sun Temples pay special honor to 
the Sun Cult that most 
pharaohs hold very dear. 




To build a Sun Temple, you will need sand- 
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stone and wood, plus the services of the Carpenters' 
Guild, Stonemasons^ Guild and Work Camp. 

Sun Templesstart with a sandstone obelisk. Before the 
obelisk can be built, adequate supplies of sandstone 
must be stored in the city's Storage Yards Once there 
is enough sandstone, the Sun Temple can be placed. 
Choo^ Sun Temple from the Religious Structures 
Monuments list, and choo^ a location. If you have 
chosen a good location, you will see a green footprint 
of the monument. After you have chosen a good 
location, construction of the sandstone obelisk within 
the Sun Temple begins 

After the stone is placed, carpenters build scaffolding 
around the obelisk. Then, stonemasons decorate the 
sides of the sandstone obelisk. When they have fin- 
ished the obelisk, they begin work on the remainder of 
the Sun Temple First, they build a Vestibule and then 
a stone Wall. After the Wall is complete, the stone 



masonsbuildtheForeTemple To complete the^ el e 
ments stonemasons need ^eral sledge loads of sand- 
stone delivered by peasants While they are working 
on the Fore Temple, Wall and Vestibule, stonemasons 
install decorative tiles between the Walls 

Oncethe ForeTempleiscompleteand all the tiles have 
been laid, the Sun Temple isfinished. 

Mausoleums 

Mausoleums are large tombs u^ to inter pharaohs 
and nobility. 

To build a Mausoleum, supplies of sandstone and 
wood are needed, plusat least one working Carpenters^ 
Guild, Stonemasons' Guild and Work Camp. 

To place a Mausoleum, there must first be a large 
quantity of sandstone stored in the city's Storage 
Yards Once enough stone is stored, choose 
Mausoleum from the Religious Siructures 
Monuments list. Place the Mausoleum, using the 
color of the footprint as a guide (green means you can 
place the structure, red means you cannot). Once 
you've designated a place for the building, peasants 
from the Work Camp clear the land and lay the foun- 
dation. 

Once the foundation is in place, stonemasons begin 
work. Whenever a Storage Yard accumulates four 
blocks of sandstone, peasants load the stone on a 
sledge and drag it to the construction site. 
Stonemasons put the stone in place until the first story 
is completed. Then, carpenters install wooden ramps 
so that the stonemasons can work on the^ond story 
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of the Mausoleum. When the ^ond story is com- 
plete, the Mausoleum is finished. 
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Burial Provisions 

To ensure that the decea^d has all he or she needs in 
the afterlife, you must stock most tombs with burial 
provisiona Burial provisions are materials that the 
deceased u^ while alive You may also need to pro- 
vide materiaisfor the construction of special accouter- 
ments needed for the afterlife, such as a funeral barge 
and sarcophagus Monuments are not complete until 
you have supplied any required burial provisions The 
Over^er of Monuments has a list of the necesary 
items and the desired quantities 
ready to send them, 
tell the Over^er of Monuments to 
^ dispatch goods to the tomb. 

I * ■ JTfe . You do not have to have the full 
li|] ij l||l^l [il | liinlr amount of the required material in 
^ Storage Yards before you can 

^d goodsto the monument. You 
smaller portions of the 
required commodity until you have 
fulfilled the requirement. 


Your city may need to import some burial provisions 

Monument Building Tips 

Monuments take years to build, but there are a few 
things you can do to expedite the process 


Build plenty of the required Guilds and Work 
Camps The more Guilds and Work Camps you 
have, the quicker the monument can be built. 


Build spedalized Storage Yards near the monu- 
ment site M ake sure you have plenty of Storage 
Yards around the construction site, and give these 
Storage Yards special orders to ensure that they 
carry only the materials needed to construct the 
monument. Having Storage Yards near the con- 
struction site cuts down on peasants^ travel time as 
they drag sledges full of building materials to the 
site 

Make sure you areobtaining enough condiruction 
materials Some monuments require a massive 
amount of stone or brick. Make sure you have 
enough quarries or Brickworks working in your 
city to keep a high volume available If your city 
is unable to quarry its own stone or make its own 
bricks make sure you are importing as much 
stone or bricks as you can. 

While monuments are made of dtone and/or 
brick, most also require a supply of wood. 

Remember that carpenters need to build ramps or 
scaffolding for many of your monuments Make 
sure you have a Carpenters^ Guild working in the 
city, and make sure that the guild has a supply of 
wood. 

Also, build the Carpenters' Guild asclo^ to the 
monument siteasposible, even if this means that 
the guild will be far away from the nearest supply 
of wood. The carpenters will have plenty of time 
to stock up on wood while the bricklayers and 
stonemasonsarebusy attheirtasks But, whenthe 
stonemasons and bricklayers need a ramp, all work 
stops until the carpenter makes his way to the 
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monument site to build the ramp. The longer his 
trip, the longer construction will stall. 

Viat the Construction Foreman for a monument 
datus report. The Construction Foreman knows 
how much progres has been made on the monu- 
ment and what might be holding up work. 

Remember to dispatch any necessary burial provi- 
sions Some monuments are not complete until 
you have stocked them with the required burial 
provisiona Visit your Overseer of Monuments to 
find out which items are needed and to send them 
to the monument. 





W hile Egyptians look forward to entering 
the Field of Reeds after death, they're not 
particularly keen on cutting their lives on 
earth short. TheEgyptiansconsult physiciansto main- 
tain their general health. The rely on herbalists for 
medicines and insect repellent, while dentists help 
them combat tooth decay. And, when the time final- 
ly comes to face Osiris and to have their souls v\eighed 
against Ma'at's feather, embalmers ensure that the 
deceaffid are ready for the journey. 

Health Buildings 

Several profesionals in the city concern themselves 
with citizens^ health. Many illness can strike the 
city's inhabitants and providing them with accesto 
health profesionals helps to mitigate their chances of 
taking ill. Each professional hashisown building, and 
you will ^them listed when you click the Health and 
Sanitation Structures button on the Control Panel. 

water Supply. Water carriers from Water Supplies 
bring clean drinking water to the city's residents 
Clean drinking water helps reduce the likelihood 
of a malaria outbreak. 

Physidan’s office Physicians from Physician's 
offices walk through neighborhoods taking care 
of people's general health. 

Apothecary. Herbalists from Apothecaries dis 
tribute in^ct repellent made from animal fat to 
the city's neighborhoods The u^ of in^ct repel- 
lent helps reduce the risk of malaria 


Health 



Health and Snitation 
aructures Button 



Water Supply 



Physician’s office 



Apothecary 



152 


Health 



Mortugi-y 


Pentist's office 


MortugHes. At Mortuaries, embglmefs prepare 
the 4eg4 for their fi'ngl journey to the afterlife. 
Properly preparing the 4eg4 promotes g city's 
overall hegith which helps prevent piggue. To wrgp 
the 4ecegse4's bo4y, embglmers use linen mgde by 
g wegver or imported from g trgde pgrtner. 

Pentists. Sgnd is everywhere in Egypt, even in 
food, gnd continuously crunching on sgnd guick- 
ly wegrs down teeth. Wegithier citizens wgnt to 
tgke cgre of their teeth, gnd turn to dentists to 
keep their smiles bright. Pentists do not impgct 
city hegith, but they do improve g neighborhood's 
desirgbility. 

All the gbove hegith structures require both rogd 
gccess gnd Igbor to opergte. 

City Health an4 Health Risks 

The hegith of egch resident in the city contributes to 
overgll City Hegith. Generglly, to remgin hegithy, egch 
resident needs plenty of food frequent visits from 

g physicign. A vgried diet gnd gccess to g Mortugry 
supplement g resident's hegith. 

Three hegith thregts stgik the city: disegse, mgigrig gnd 
piggue. Providing good hegithcgre to egch citizen is 
the key to preventing disegse gnd piggue from striking. 
Mgigrig, on the other hgnd, only thregtens certgin 
gregs of the city, pgrticulgriy those glong the wgter gnd 
negr mgrshignd. To protect citizens who live in these 
gregs from succumbing to this degdiy gilment, mgke 
sure to provide them with clegn drinking wgter gnd the 
insect repellents provided by herbglists. 
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Egch of the hegith thregts behgves in g different wgy: 

Disease 

Pisegse occurs in homes thgt do not hgve good gccess 
to g physicign gnd g stegdy supply of food. Pisegse 

Tyie/HerbaUs^y Craft 

Shomui ISIh/yearofUaAn&aey 

MomCn^ 

Vectr Jcfurnah 

T<}unvmhotsp c^nd/I ietouteoAy tkU' 
mxyrning^. The/ f[Thln^on/1he/NCie/. 

we/iTopped/cetlhe/Apoiheex^rytcroui:- 
wiXh/ loecei^ttLe^ 

The/ herhaliiT greeted/ ThmAArxhotep, 
cend/1h\ey he^gae\/tcdkieig'ofa/reeee\tmeiiarLa/ 
outhrecdo. The/herhad^ ^edd/he/dCd/cdl/lhed: 
he/could/, huTdvxtonee/medxxrLa/hreaki/'CnAt: 
Ctfy hard/teritop. 

Whde/they talked/, I heleeted/ my vbem^ 
fbrpurcha^. fLrit, I bought Myme/kxyhltiy-pLCt 
around/ my eyeir'. Kohlhelpyto- redaee/the/ 

Hen/ yglcu/e/ which/ ccu^he/olmxyithlindlng< 
Then/, I purchuied/ icrme/ Cn&eet repeUert made/ 
from/hCppcryfbit. Whde/the/ unguent had/ a/ 
noMOuy yneU/, it wccyweH worth/ Ct. Moynjoltoey 
are/cdwciyya/rxuCHeneeon/the/NLle/, ccnd/thelr 
hVteyytir^. Welb stocked/ with/ HApplley, we/ 
headed/ for the/ Nile/. 

We/ borrowed/ a/ fUhlng' raft made from/ 
reedy cend/ set crut. M)e/ 
caught Cl/lot of fish/, 
even/the saered/ 
oscyrhynchuyfifh 
which/ we/ threw bach. 

3y mldmorrw 
Ing^, we/had/ our fUl of 
ftfhlng/ cend/ returned/ 
to-the shore/. 




Pbgue4 Citizen 



254 


Health 


strikes individual domiciles and does not spread. If an 
entire neighborhood has poor acces to physicians, 
however, disease can break out in more than one 
home When disea^ strikes, there is nothing to be 
done for the afflicted. Everyone living in the home 
dies 

Use the Risks Disea^ overlay (page 205) to ^ which 
homesaremost likely to become diseased. Build more 
Physician's offices in the area to reduce the risk. You 
can also use the Health: Physician overlay (page 207) 
to help you plan the placement of Physician's offices 
The Physician overlay shows you the acceseach home 
hasto a physician, as well asthe physician himself mak- 
ing his rounds 

Malaria 

Living among marshes and along the water means liv- 
ing with the risk of malaria Homeson grassland clo^ 
to the river and to reed- filled marshes are most at risk. 
The denser the gras» the higher the risk of malaria 

Like disease, malaria begins in a single house Unlike 
di^ase, though, malaria soon spreads through the air 
to neighboring homes The only way to reduce the 
chance of a malaria outbreak is by having plenty of 
Water Supplies and Apothecaries in the areas of the 
city which are most susceptible Use the Risks Malaria 
overlay (page 205) to see which homes are particular- 
ly at risk for malaria 

If one person living in a house has malaria all the 
house's residents die 
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Plague 

If overall health conditions are particularly bad in the 
city, plague can break out. The only way to prevent 
plague isto ensure that your city provides for all your 
citizens^ health needs — especially plentiful diets and 
accesto physicians 

Plague is an insidious ailment, and there is no way of 
predicting where it will first breakout. Plague is strict- 
ly the result of poor overall city health; it is not relat- 
ed to an individual home's risk of malaria or disease. 

Once a ho me is plagued, one of the poor, sickened res- 
idents emerges from the house, fevered and distraught, 
and begins wandering the city's streets Every house he 
pases becomes infected, no matter how good that 
hou^'saccesto healthcare isor how wealthy its occu- 
pants are All the residents of the homes the plagued 
walker pa^s perish. To prevent this catastrophe, be 
sure to provide the necessary healthcare to everyone in 
your city. 

Plagued walkersjourney around your city becausethey 
know that their situation is dire Should an herbalist 
encounter a plagued citizen, he isunder strict orders to 
remove that person from the city's streets in whatever 
wayhecan. A plagued person will dieafteronemonth 
if he never encounters an herbalist. 

Herbalists can helpto contain plagueonceit ari^ but 
only good city health can prevent outbreaks altogeth- 
er. 

Infected Housing 

Once a house has become infected by any illness it 
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beco tries uni nhabitable fo r a few months The^ struc- 
tures will be marked with a skull. When the hou^ is 
livable again, the skull icon will disappear and people 
can move into the housing. The home will not 
devolve while it's vacant, and whatever supplies it held 
remain available to its next occupants 





Entertainment 


A ll work and no play make A menhotep a dull 
boy. The Egyptian people enjoy a good 
spectacle with Jugglers, dancers and singers 
and like to unwind with a game of ^et and a mug of 
beer at the Senet Hou^ 

Providing easy accesto entertainment pleads citizens 
from all walksof life 


Building Entertainment Structures 

Build entertainment structures by clicking on the 
Entertainment Structures button in the Control Panel. 
All entertainment structures require road acces and a 
staff of workers 

Entertainment Venues 

Entertainment venues must be placed on an inter^- 
tion becau^ they thrive where people meet. They can 
be tricky to placebecauseof the stages each venue has 
u^ the green "ghost" as a guide To operate, enter- 
tainment venues need labor plus entertainers from 
perfo rmer schoo Is There are three types of venue, and 
the largest of them can host a wide variety of enter- 
tainers 



Entertainment 
aructures Button 


Booth. The Booth isthe smallest of the entertain- 
ment venues It holds only one stage and only 
Jugglerscan perform there Booths have a positive 
effect on the surrounding neighborhoods 

Bandstand. Bandstands are medium- sized venues 
that have two stages one to host Jugglers and the 
other to to feature performances by musicians 
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A Sumptuous Banquet 
Shomu, 13th year of Ra messes 
Even i n g 

Dear J ournal, 

Wh a t a n even i n g we h a d this even i n g ! 
We were invited to a banquet at the local 
Nomarch's house, and I have never been privy 
to such a lavish party. 

Nefernetka looked resplendent. With 
th e a i d of h er serva n t, sh e spen tall day 
preparing for the evening. She wore a tunic 
m a d e of th e fi n est I i n en a va i I a bl e a n d 
adorned herself with jewels. Hereyeswere 
made up with kohl and galena, and herfin- 
gernailsdyed with henna. Another servant 
spent hoursgrooming the wig that Nefernetka 
wore. 

When we arrived at the party, our host 
handed each of us a cone of wax to place on 
our headsand a garland of flowersfor our 
necks. The cone helped to keep our heads cool. 
We sa t d own to a su m ptu ou s fea st of beef, 
antelope and fowl accompanied by gorgeous 
fruitsand crisp veg eta bles The host had even 
procured a la rge supply of wi ne from distant 
Mycenae, a ra re d epa rtu re from the usua I 
Egyptian beer. While we ate, a group of musi- 
cians began to play, and beautiful dancers 
leapt about to the music. The revelry contin- 
ued until all the food had been eaten and all 
the wine had been drunk. 

Enjoying ourselves too much to sleep, 
Khmunhotep, Nefernetka and I went to the 
local Senet House where the townspeople gath- 
er after work to drink beer and have conver- 
sation. Several people were playing gamesof 
senet, and a storyteller entertained the crowd 
wi th ta I es of byg on e d a ys. We fi n a 1 1 y wen t 
home, but I couldn't sleep. With visions of a II 
that I had seen swirling through my mind, I 
d i d n 't n eed to d rea m . 
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The juggler's stage is in one corner of the venue, 
and the band plays on a second stage in another 
corner. People like to live near Bandstands 

PcMiion. The largest of the entertainment venues 
Pavilions have three stages one for juggling 
shows one for musical concerts and one for dance 
performances No citizen will complain about liv- 
ing next to a Pavilion. 

Training Centers 

Citizens expect high-quality entertainment, and train- 
ing centers make sure that people are entertained by 
profesionals not amateurs Each type of performer 
has his or her own training center: would- be jugglers 
practice their skills at Juggler^ Schools musicians 
attend the Conservatory and dancers hone their craft 
at Dance Schools 

Conservatories and Dance Schools both have a nega- 
tive dTect on a neighborhood's desirability. The 
cacophony that emits from a Conservatory is not 
music to residents^ ears and dancers come and go at 
the strangest hours People like living near J ugglers^ 
Schools J ugglers learning their craft engage in some 
very amusing highjinks 

Send: House 

A Senet Hou^ offersa place for people to go to enjoy a 
rel axing game of ^et, a contest that depictsthe journey 
to the afterl ife W ith frothy mugs of beer at thei r el bo ws 
citizens while away the hours in each other's company 
and engage in a littlefriendly competition. I n addition to 
workersand road acceSi aSendt Hou^needsasupplyof 
beer (see page 76) tosrveto its patrons 



J uggler^ School 
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Peopledo not like living near Senet Hou^ Theclien- 
tele tends to be loud and boisterous — especially the 
lo^rsof high- stakes senet games 

M easuri ng Acxieas to Enteitai nment 

Your Over^er of Diversions keepstrack of the number 
of working jugglers^ stages musicians^ stages and 
dancers^ stages in your city, as v\ell as the number of 
working Senet Houses 

When evaluating their satisfaction with a city's enter- 
tainment, the most important thing for citizens is 
acces to as many types of entertainment, or as many 
different types of stages as posible Variety is very 
important to the city's residents providing, for exam- 
ple, scores of jugglers to entertain a neighborhood 
won't go far in satisfying citizens^ desire for entertain- 
ment. They like being able to choo^ from various 
diversions 
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E ducation is the privilege of the wealthy. The 
wealthy no longer perform manual labor, and 
they want theirchildren never to experience the 
horrors of toiling and aneating under the sun's hot 
rays To attain this goal for their children, v\ealthy 
scribes like to have Scribal Schools close by. They also 
like acces to Libraries to enhance their own knowl- 
edge. 

Building Education Stmctures 

Scribal Schoolsand Libraries are the two types of edu- 
cational facilities you can build. Construct them by 
clicking the "Education Structures" button on the 
Control Panel. 

Papynjs 

Papyrus made by papyrus makers from common reeds 
that grow along the Nile, is a key resource to both 
Scribal Schoolsand Libraries Teachers and librarians 
u^ papyrus and cannot bring the benefitsof education 
to your city's wealthier citizens without it. Because 
they need papyrus to fill their shelves with scrolls 
Libraries cannot be built until there is a supply of 
papyrus stored in the Storage Yards To keep your 
education system working, then, it's important to have 
a thriving papyrus industry or a steady stream of cost- 
ly papyrus imports 

Scribal Schools 

Once a Scribal School isfully staffed and hasa stock of 
papyrus teachers walk through the city's neighbor- 
hoods educating the youth of well-to-do hou^olds 
Each time a teacher leaves the Scribal School, he takes 
some papyrus with him so that his pupils can practice 
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Libi-gi-y 


theif hiefoglyphs. Be sure thgt you gre gbie to replen- 
ish the Scribgl School's pgpyms supply, of the city's 
affluent children will not be gbie to legfn theif wfiting. 

Libr-gHes 

Libfgfies send libfgrigns thfough the city's wealthy 
neighbofboods. The pgpyfus thgt is needed to build 
the libfgi'y mgkes up its pefmgnent collection; libfgri- 
gns tgke gdditiongl scfolls of pgpyfus to circulate wofks 
of litefgture to citizens to regd 3t home. Libfgrigns 
need gdditiongl scralls of pgpyfus to mgintgin the col- 
lection, so the Libfgfy's supply of pgpyms must be 
replenished if it is to continue to opefgte. 



the/ Scribe/ y Art 

Shomui ISIh/yecirofllccmeifiey 

MCdday 


Vecir Jownat, 

Kiwu^rihotep cuxd/I entered/ Per - 
A nkh/, the/ Itbrary where/ Itterary, 

IfCLentlEvc/ and/ hCdxrrLccd papyri/ are/ stored/. 
Merit people/ aren)t cdlowed/ into- the/ Per- 
Ankh/, hut KhmunKotep Li a/ icribe/ icrwe/ 
were/ granted entry. 

Khmunhotep ivntled/ oihe/ recalled/ 
hCi dayy 04/ a/ ichePar. 'I wcey fairly quick/ i>v 
my ytr/dLey io-wcey liked hy the/ teacher yf he/ 
rememhered. 'P>at yrme/ of my frCendy 
weren/t yy- lucky. My poor friend/ Nehaman/ 
certainly took metre/ than/ hCy fair ihare/of 
heating^/. It atb worked/ out for him/, 
thenegh/. H e/ worky Lw Pharaoh/ y palace/, 
keeping/ track of hly hoayehold affalry. 

Khmanhotep then/ led me/to- a/ rotom/ 
whoye/ wady were/llned/with/holey filled/ 
with/papyrU Khmanhotep ydected one/ and/ 
unrolled/ it. 'Ah /, ' he/ yayy, 'they iy one/ of my 
foA/oritey, and/ it makey me/ feel/ gotod about 
helng/ a/ ycrihe/. It y called 'Satire/ on/ the/ 
Tradey,' and it pointy out the/ many dlyad- 
veentagey of nett being/ Cl/ icrihe/. When I way 
fir yt learning/ how to- write/, I copied/thly 
manuyeript over many timey. ' 









The Military, Combet 
and Defense 


T he I and ^ems idyl lie with its fertile farms* beau- 
tiful temples and luxurious gardens but all this 
can quickly change in the face of war. I nvasion 
is a frequent threat, and even battles waged far from 
the city's borders can have a direct effect on its people 
Attack can come from any direction, over land or by 


You have many means of defending the city from 
attack. You can build strong Wallsto encircle the city, 
keeping those with foul intentions out. Determined 
invaders will eventually break through even the 
strongest Wall, though, so keep a versatile and strong 
army in your city to prevent disaster. 

Some invaders approach your land by sea or river, and 
no Wall will prevent them from invading. A mighty 
navy, however, may stop the^ foes from reaching 
land. 


Raising an Army 

I n addition to protecting the city from harm, an army 
can do the city great honor by Irving the Kingdom 
should their asistance be required. To raise an army, 
build Forts and a Recruiter's office Academies train 
new men to be better soldiers but they are not strict- 
ly necesary to raise an army. 



Military aructures 
Button 


Recruiter and Academy 

When you are ready to raise an army, build a 
Recruiter's office by clicking the Military Structures 
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ReoTjiter 



Academy 


button and choosing Recruiter. Men willing to fight 
fortheir city go to the Recruiter's office to enlist. The 
Recruiter's office needs road access and labor. 

The recruiter's function is very simple: he enrolls men 
into the army and provides them with any special 
weaponry they might need. To equip would-be 
infantrymen, the recruiter needs a store of weapons 
either imported from a trade partner or made by a 
Weaponsmith (seepage??). To enlist charioteers the 
recruiter needs chariots from a Chariot Maker (see 
page ??) or from a trade partner. Men who dream of 
being archers supply their own bows and arrows The 
recruiter also assigns enlistees to sentry duty on the 
city's Walls and in the city's Towers 

N ew soldiers leave the Recruiter with dreams of glory 
and needed weaponry, but with little else The 
Academy provides these green soldiers with training in 
the art of war. To build an Academy, ^ect it from the 
Military Structureslist. An Academy needs road acces 
and labor. 


The Academy schools infantrymen, archers and chari- 
oteers on the finer points of combat. Sentries learn 
their skills on the job and do not 
attend the Academy. Once they 
have completed their studies the 
soldiers proceed to their companies 

If there is no Academy in 
the city, then sol- 
diers proceed to 
their companies 
directly from the 
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Companies and Forts 

Each soldier is assigned to a company, and each com- 
pany has its own Fort. The types of companies and 
Forts are: 

Infantry. Infantrymen are the mainstay of most 
armies Specialists in close combat, they fight on 
the front I i ne of the battle They move at an aver- 
age rate of speed. They leave the Recruiter armed 
with spears as weapons 

Archers With arrows, archers can attack an 
enemy from longer range than infantry, but are 
terrible at cl o^ range battle and won't last long if 
an enemy engages them directly. They march a 
little more slowly than infantry. Archers craft 
their own bows and arrows 

Charioteers There is nothing more frightening to 
soldiers than ^ng a line of chariots barreling 
towards them. Chariots are key to breaking the 
protective formations of your enemies and once 
their lines are broken, it will be easier to defeat 
them. Each charioteer receives a chariot upon 
leaving the Recruiter. 

Soldiers prefer to stay in their Forts when they are not 
fighting and remain there unles you order them into 
the field. I n their Forts soldiers can enjoy the cama- 
raderie of their fellow soldiers Prolonged alignment 
in the field lowers a company's mo rale (see page 173). 

Forts do not need road accessor laborers They have 
an extremely negative dfect on desirability, so it's best 
to place Forts on the outskirts of the city. 
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Company Fighting Abiiity 

When companies are in their Forts standing in the 
parade grounds they look fierce and ready to take on 
any foe N ot all companies however, are equally pre 
pared to fight. Both experience and morale affect a 
company's performance on the battlefield. 

Experience The more experienced a company is 
the moreeffective it will be in combat. A compa- 
ny's overall experience depends on the experience 
of each of its men. 

Soldiers fresh from the Recruiter have no experi- 
ence and have no idea what to expect in the con- 
fusion of battle Soldiers who endured the rigors 
of Academy training benefit from their instruc- 
tors^ hard lessons and enter into service with some 
experience 

All soldiers who survive a battle gain experience 
from fighting. Each engagement that he walks 
away from teaches a soldier more about the art of 
war. 

Each soldier impacts a company's overall experi- 
ence If a new recruit without Academy training 
joins a veteran company, he'll bring down its 
overall experience. Soldiers trained at the 
Academy will bring down the experience level of 
your most veteran companies, but might improve 
the experience level of green companies who^ 
previous members v\eren't Academy- trai ned. 

Info- click on a company or visit your Overseer of 
the M ilitary to check on a company's experience. 


The red ball on the company's standard provides a 
rough idea of a company's experience level: the 
higher the ball ison the flagstaff, the more experi- 
ence the company has 

Company Morale A company's morale has a 
direct impact on the behaviorof itssoldiersin bat- 
tle A company with high morale sticks out the 
most difficult fight. A company with low morale 
runs when the fighting becomes too difficult. 
Companies with very low morale may even refu^ 
to leave their Forts 

A number of factors influence morale Succesin 
battle, in addition to increasing experience, boosts 
morale If a company is outnumbered by its 
enemy, morale plummets Morale also sinks if 
soldiers are kept away from their Forts after a bat- 
tle When your city isunder no immediate threat, 
don't march your soldiers around or station them 
away from their Forts or their morale might be 
very low indeed when invaders do appear. 
Companies prefer sleeping and eating in their Fort 
to foraging for food in the countryside and sleep- 
ing under the stars 

A go Id bal I o n the f I agstaff of the co mpany's ban- 
ner gives you a general indication of the compa- 
ny's morale. Info-click on the company or visit 
your Over^er of the Military for a more precise 
report. 

Marching Orders 

To station a company in the field, orto simply instruct 

it to move to a new location, click on it and then click 
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on a new location. The company's standard will appear 
in the new location, and the company will march 
towards it. To tell a company what to do once they 
arrive at their new location, either info- click on it or 
a keyboard command once you've ^ected a com- 
pany. You can isue a company the following orders 
before or after you move them to their new location: 

Hold Ground in Tight Fomnation. I n tight forma- 
tion, soldiers stand as close to each other as posi- 
ble Becauffi they have been told to hold ground, 
they will not leave their position to attack ene- 
mies They will attack any enemy that comes 
within their range, though. 


Tight formation brings the most benefit to 
infantry. When in tight formation, the infantry 
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Marching Orders Click on one of the buttons above to give an 
order to the ^ected company. Hold the cursor over an order for 
a brief description of the command's merits and disadvantages 


form a human wall that can be difficult for ene- 
mies to penetrate, and the infantrymen work 
together to defend each other. They will not 
move to attack unles attacked first. Archers and 
charioteers can also lineup in tight formation but, 
becau^they are not on the front line, the forma- 
tion does not benefit them as much. The key- 
board command for this order is'T". 

Hold Ground in Loose Formation. This com- 
mand can only be isued to infantry and archers it 
cannot be isued to charioteers In loo^ forma- 
tion, your soldiers spread out to cover more 
ground while holding their positions They will 
attack if an enemy comes into range Thisforma- 
tion helps infantry and archers defend themselves 
against enemy arrows but does not offer much 
protection against enemy infantry attack. The 
keyboard command for thisorder is "L". 

Engage N eerby Enemies When given thisorder, 
a company will move to attack enemies in their 
immediate vicinity. The attack will continue until 
the enemy is killed or retreats or until you isuea 
different order. The keyboard command for this 
order is"N ". 

Mop-Up: When told to mop-up, soldiers ^ek 
out any enemies in a wide area and attack them. 
While under a mop-up order, companies are at 
their most aggresive, and they fearlessly battle the 
foe Fearlesnes, hov«ver, does hamper their 
ability to defend them^ves so thisorder is best 
u^ when the city's army outnumbers its ene 
mies The k^board command for thisorder is"M". 
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Charge The charge command can be isued only 
to charioteers Charging an enemy line breaks up 
its formation, making the enemy more vulnerable 
to the attack. When told to charge, the chario- 
teers work the horses up into a lather, and they 
pull the chariots at top speed for a great distance 
Eventually, the horses tire and the chariots slow 
down and need to rest, so isuethisorder sparing- 
ly. The hot key for this command is "C". 

Rdtum to Fort. Click Return to Fort when your 
soldiers have done their duty and dd^eated the 
enemy. At the Fort, they can rest up for the next 
battle If morale is low, they'll return to Fort on 
their own. The hot key for this command is"F". 

With most orders you can decide which direction the 
soldier^ ranks should run, either this way: /, or that 
way: \. Click the "Rotate Company" button or press 
"R" on the keyboard to change the direction the line 
runs 


In addition to issuing the specific orders outlined 
above, you can also tell companiesto attack by Meet- 
ing them and clicking on an enemy. The company will 
pursue the targeted enemy to the death unles you 
issue a different order. 
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Weepon^ Chaiotsand their Manufktune 

Bdore infantrymen and charioteers can be asigned to 
their Forts the recruiter must outfit them with the 
implementsthey will use in battle The recruiter equips 
infantrymen with weapons and charioteers with chari- 
ots Weapons are made from copper by a 
Weaponsmith, and chariots are manufactured using 
costly wood by Chariot Makers If the city does not 
produce these implements of war, it may be able to 
import them from a trade partner. For more on the 
manufacture of i mplements of war, see page 77. 

Commisaoning a N a^ 

The Nile acts almost as a highway, bringing people, 
goods and services to the cities along its banks But, 
the N ile can also carry invaders who seek to do dam- 
age Building a navy is the best way to prevent these 
waterborne attackers from reaching land. A navy 
consists of two types of ve^: the warship and the 
transport ship. 

Building and Berthing Your Snips 

Warships and transport ships are constructed by 
Soipwrights To start Shipwrights on their task of 
building mighty war ve^s first make sure the city has 
an active Shipwright. You can build a Shipwright by 
clicking on the Industrial Structures button and then 
choosing Soipwright (see page 77 for more) . 

Once the Soipwright isactiveand hasasupply of wood, 
the next stepisto buildthewharveswhere the ships will 
berth. Building wharves and supplying them with 
workers cues the Soipwright to begin building ships 
To build a wharf, ^ect either Warship Wharf or 
Transport Wharf from the list of buildings you see 



Weaponsmith 
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Warship Wharf 



Transport Wharf 


efter clicking the Military Structures button. Like all 
structures built on the shore, wharves must be placed 
on a straight edge of coast. Snips cannot navigate nar- 
row channels of water, so make sure that the 
Snipwright'sfinished boat will have clear sailing to the 
wharf. Wharves also need road acces and a staff of 
workers This staff of workers is not the same as the 
ship's crew, which is drawn from another source and 
does not reduce the city's population or labor force 

Each wharf berths one ship, warships in Warship 
Wharves and transport ships in Transport Wharves 
When ships are not engaged in battle or transporting 
troops it'sagood idea to keep them in their wharves 


Warships 

Warships patrol the waterways ramming or shooting 
at other ships that intend to inflict harm on the city. 
Warships can also attack land soldiers with misilefire, 
provided they are near the coast. 


Attack Priorities 

No matter which order you give a warship, its captain 
always pursues the same priorities when attacking the 
enemy. The captai n's priorities are: 


Tranqaort ships with enemy soldierson boarxJ. The 

captain knows that hismision has largely failed if 
enemy soldiers reach land. If there are any trans 
port ships carrying enemy soldiers in the city's 
waters, he will attack them first. 


Disembarked enemies near the shore The cap- 
tain's ^ond priority is recently disembarked 
enemy soldiers If there are no transport ships 
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with any enemy soldiers on board stalking the 
city, he looks for enemies close to shore to punish 
with a barrage of arrows 

Wardnips Enemy warships are his third priority. 
He will ram enemy warships and try to sink them 
provided that there are no transport ships with 
troops aboard or di^mbarked enemies for your 
ship to attack. 

Empty enemy transport ships Empty enemy 
transports are your captain's last priority. He'll 
attack them if there is nothing else for him to 
assail. 

Your captain reacts quickly to changing situations 
He'll abandon a battle if a higher priority situation 
develops For example, if he is attacking a warship 
when a transpo rt shi p carryi ng enemy so I diers sai Is i nto 
the area he is protecting, he'll di^gage the enemy 
warship and target the loaded transport. 


Warship Orders 

Give a warship orders by info- clicking on it or by 
Meeting it and using a keyboard command. Warships 
can carry out the following orders 

Hold Position. When told to Hold Position, the 
warship will not budge from the spot you desig- 
nate It wi 1 1 defend itself by turni ng to face enemy 
warships to minimize the damage enemies cause 
by rammi ng ( page ]S0 ) and attack enemies i n 
range by shooting arrows If several warships are 
lined up and all have been given the Hold Position 
order, the warships form a blockade with the goal 
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of keeping invaders out. The keyboard command 
for this order is"H 

Engage Nearby Enemies When toid to Engage 
Nearby Enemies the warship wiii attack enemies 
within asmaii radiusof itsiocation. Thekeyboard 
command for this order is"N 

Seek and Destroy Aii Enemies When given this 
command, the warship patroisthe water iooking 
for enemies to dd^eat. The keyboard command 
for this order is "A". 

Repair. Shouid the warship be damaged in a con- 
flict, dicking this button ^ds the ship to the 
Shipwright for needed repairs When the 
Siipwright is finished fixing the ship, it returns to 
itshomewharf. Ifthewarshipisseverely damaged, 
the ship's captain will order it to theSiipwright for 
repairs on his own. The keyboard command for 
this order is"R". 

Return to Wharf. Clicking on this option sends 
the ship back to its home wharf. The keyboard 
command for this order is"W". 

To simply tell a warship to move, click on it and then 
click on a new location. When it arrives at the new 
spot, it will followthe last order given. If you click on 
an enemy, the warship will pursue the targeted enemy 
until it isdefeated or, if it is a land target, until it isout 
of range 

Ramming 

Warships attack other ships primarily through ram- 
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ming. Enemy ships can be rammed at normal speed, 
but warships moving at top speed inflict the maximum 
amount of damage A warship can travel at top speed 
for only a limited time bd^ore its crew, after pulling on 
theoarsforall it isworth, isdrained of its strength (see 
below). 

The warship's goal isto inflict as much damage as pos- 
sible on the enemy ship with one hit. The best place to 
ram an enemy ship is in its beam, at the center of the 
side of the ship. Striking the fore quarter inflicts a 
moderate amount of damage, and a leser amount of 
damage is caused by hitting the aft quarter. Ramming 
the bow of the ship resultsin slight damage, and acol- 
lision with the other ship's stern inflicts hardly any 
damage at all. 

Slip Damage and Hull Strength 

A warship can be damaged if it is rammed or hit with 
misile fire by another ship. Your enemies have the 
samegoal asthecity'swarshipsdo: to ram ships at their 
weakest point. Keep a close eye on the status of your 
ships by info- clicking on them or visiting your 
Over^er of the Military (seepage 387). If you notice 
that a warship's hull is weak, consider sending it to the 
Siipwright for repairs A warship with a weak hull will 
have difficulty withstanding an enemy attack. 

Cr0/v Condition 

Warships rely on rowers for maximum propulsion. 
Rowers are quite strong and can row all day at normal 
speed. When forced to row at top speed in order to 
ram, however, their strength will be quickly sapped. 


To find out how a warship's crew is feeling, info- click 
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on the warship or visit the Over^er of the Military. 
The levels of crew strength are: 

Exhau^ed. Exhaustion ^s in after a warship's 
crew has rowed at top speed for as long as it can. 
A warship can't move at all while its crew is 
exhausted — they can't so much as pick up an oar 
and are completely vulnerable The only remedy 
to crew exhaustion is rest, which takes time 

Tired. A tired crew can move its ship, but not very 
fast. You can give the crew orders, but they can 
only move their ship at half- speed. Even while 
rowing at half- speed, though, they will recover 
from being tired. 

Reied. A warship's crew can do anything asked of 
it when rested. 

Transport Ships 

Transport ships carry your army acrosthe river or over 
the sea to far- away lands Any company can board a 
transport ship, but a transport ship can carry only one 
company at a time 

Transport Ship Orders 

As with warships you can give transport ships specific 
orders To moveatransportshipfromonelocationto 
another, click on it and then click on a new location. 
Info- click on the transport ship, or ^ect a transport 
ship and u^ the keyboard commands to isue any of 
the following commands 

Hold Position. Thiscommandsthe transport ship 
to stay where it is If the transport ship comes 


under attack, the captain will rotate the ship in an 
effort to reduce damage He will not, hov«ver, ^ 
sail to evade the attack. This option should be 
u^ cautiously, becau^ transport ships are not 
well- equipped to defend themselves The key- 
board command for this order is"H ". 

Evade Enemies Transport ships especially those 
filled with your soldiers are both valuable and vul- 
nerable Click on Evade Enemies to givethetrans- 
port ship'scaptain the ability to u^all his powers 
to avoid attack. Evade Enemies is the transport 
ship'sdefault order, and the ship's captain will pur- 
sue this cour^ of action unlesyou tell him oth- 
erwi^ The keyboard command for this order is 
"E". 

Embar1</ Disembark. To load a company of sol- 
diersonto thetransport ship, first click the Embark 
button, then click on the company of soldiers you 
wish to move over the water. The soldiers will 
board the transport ship, and the ship will display 
the company's standard. When you info-click on 
the transport ship, information on the company 
on board is displayed. 

To return the soldiers to shore, click Di^mbark, 
then movethecursorto the location in which you 
wish to station the company. 

The Embark/ Disembark option toggles back and 
forth depending on whether there are soldiers cur- 
rently on thetransport ship. There is no keyboard 
command for this order 

Repair. If the transport ship is damaged, click on 
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repair to the ship back to the Siipwright for 
repairs The ship's captain will bring his ship to the 
Siipwright on hisown if the hull is severely dam- 
aged. The hot key for this command is"R". 

Return to Wharf. Click on this button to ^d the 
transport ship back to its wharf. The hot key for 
this command is"W". 

Hull Strength 

Info-dick on the transport ship to ascertain its hull's 
strength and the status of any companies which may 
be on board. Hull strength is a measure of the ship's 
ffiaworthines. A damaged hull makes the transport 
ship more vulnerable in the event of an attack. 

Defensive Stmctures 

The army and navy defend the city after enemies have 
penetrated its borders Building defensive structures 
may prevent enemies from ever ^tting foot on the 
city's soil. 

Walls 

The most basic defensive structure is the Wall. To 
build Walls choo^them from the Military Structures 
Defensive Structures list. Click and drag the mouse to 
build large^ctionsof a Wall at onetime 

Wallsthat areasinglelayerthick only slowdown ene 
mies a little To best defend your city from attack, 
build Walls ^eral layersthick. It takesenemy soldiers 
much longer to breakthrough a thick Wall. 

Walls are built from ordinary stone, so no stone needs 
to be quarried or imported to build them. 


Towers 

BuildTowersto bring a little offend to your defensive 
walls Towers are manned with guards who are trained 
by the Recruiter to hurl javelinson any enemies brave 
or foolhardy enough to come within range. 

Provided the Wall iswideenoughforthemto walk on. 
Towers also send out ^triesto patrol the length of 
the Wall and rain arrowson approaching enemies 


Towers must be built into Walls that are two layers 
thick. They also require road acces» employees and 
^triesfrom a Recruiter's office 

Gcfcehousss 

Ascomforting as it may ^em, you cannot complete 
lyencircleyourcity with Walls To let immigrants and 
merchant trade caravans in, you must have 
Gatehou^ 



Gatehouse 


Build Gatehouses directly over the major acces roads 
to your city. Whileyou are holding the mou^ cursor 
over the desired location, pres "R" to change the 
direction the Gatehouse is facing. Once placed, 
Gatehouss will automatically attach to any adjacent 
Walls If attack is threatened, 
will close the gates to keep out 
enemy. 

Like Roadblocks Gatehouses permit 
destination walkers free pasage but 
turn roaming walkers back. 

Enemies 
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You will likely encounter sveral different enemies 
while directing your dynasty to glory. Foreign ene- 
mies in Pharaoh include: 

Nubians 

Kushites 

H ittites 

Hyksos 

Libyans 

Sea People 

Canaanites 

Bedouin 

Mitanni 

Civil wars may empt during periods of unrest, and 
sometimes you may find yourself at war with your fel- 
low Egyptians 

The military also helps to protect your city against 
attack from dangerous predatory animals Soldiers 
andsentrieswill kill predatorswhen their pathscros. If 
left to run rampant, predators can decimate a city's 
population. Keep a watchful eye out for hyenas croc- 
odiles and hippopotamus 



Kingdom Service 

Sometimes Pharaoh or the governor of another city 
may need additional troops to defend a city against 
attack or to conquer a foreign land. When troops 
from your city are needed. Pharaoh and other cities are 
not shy about asking you to sid them. To sid com- 
panies and ships to aid your compatriots visit your 
Oversr of the Military and tell him which companies 
and ships should be made available for Kingdom s- 
vice and to dispatch them. Your Political Oversr can 
also sid troops and warships to battle once they have 
been tagged by your Oversr of the Military. If mul- 
tiple requests for the same type of troop are outstand- 
ing, you must visit the Political O verier to tell him 
whereto dispatch the city's soldiers 

Overseer of the M i I itary 

The O verier of the M ilitary keeps track of the army 
and the navy. Switch between the army and navy sta- 
tus reports by clicking on the button in the lower right 
corner. 

The army status report displays each company's name, 
the number of soldiers in each company and its expe- 
rience level. You can visit any company by clicking the 
"Go to Company" button. You can also isue a com- 
mand for a company to return to itsfort or to make it 
available for Kingdom ^rvice and to dispatch them. 

At the bottom of the screen is an update of military 
activity in Egypt. If any enemies are approaching the 
city by land or if Pharaoh or another city has request- 
ed your army's aid, it is reported here. 


The navy status report provides similar information. It 
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lists all warships and tel Is the current condition of the 
crew and the ship's hull. Click on the "Go to Snip" but- 
ton to visit a specific warship. You can also earmark a 
warship for Kingdom ^rvicefrom the navy report and 
command a ship to return to its wharf. The report also 
lists how many transport ships you have in the city. 

The navy status report also tells if any enemies are 
approaching by water, and if anyone has asked for the 
navy's aid. 

World Map 

If an enemy army or navy is approaching, you will ^ 
it on the World Map. Tracking its progres can help 
you plan your defend Smilarly, if you have sent any 
companies or ships to the aid of another city or 
Pharaoh, you can tracetheir movementson the World 
Map. 






Rati ngs 


I t's not enough to build a city, you must build a 
city well. Rati ngs are a measure of how good a city 
is and all cities are rated in four areas Culture, 
Prosperity, Monuments built and Kingdom service 

Building monuments is usually the biggest challenge, 
but sometimes your city must also attain certain rat- 
ingsto win amision. These goals are specified in mis 
Sion bridgings 

Ratings Overseer 

Your Rati ngsOverffier(^ page B9) keepstrackof the 
city's current ratings and provides advice on how to 
improve them. Visit him often to see how your city is 
doing. 

Your Ratings Overseer uses both numbers and 
columnsto display ratings The numbers are the city's 
actual ratings and the columns show how far along 
you are to meeting the goals set out for your city in 
the Mision Briding. If the column is capped, then 
you have md this goal. 


Culture Rating 

The Culture Rating measures how many entertain- 
ment, education, health and religion buildings your 
city has against how many citizens live in the city. The 
more citizens your city has the more of each kind of 
structure your city will need to maintain a high 
Culture Rating. 

The best way to boost a city's Culture Rating is to 
make sure it has more than enough entertainment. 


The Apothaay does not 
stfect the dtys Culture 
Rating. The Phyaden’s 
office Mortuety and 
Dentist’s office do incrffire a 
dt/sCultureRding 
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education, health and religion buildings to meet the 
needs of its citizens Check with your Overseers of 
Diversion, Learning, Temples and Public Health to see 
if the city is lacking in any of these ^rvices 

Prosperity Rcting 

The Prosperity Rating is a measure of a city's wealth 
and its financial security. The rating goes far beyond 
an assesment of the city's treasury: it also looks at the 
wealth of its citizens taking into account property 
value, unemployment and types of food eaten. To 
keep a city's Prosperity Rating rising, try to accomplish 
the following: 

Keep the dty solvent. Debt general ly has a nega- 
tive impact on a city's Prosperity Rating. If, how- 
ever, the city is in debt due to construction costs 
its Prosperity Rating won't be affected. Money 
spent on construction is not really lost, it is 
invested in the city. 

Export more than the dty imports If the city's 
trade balance is positive (it earns more in exports 
than it spends on imports), your city's Prosperity 
Rating will receive a boost. A trade dd^icit reduces 
its rating. 

Make sure the dty can psy tribute every year. 

Mised tribute payments not only damage your 
relationships with others in the Kingdom (see 
Kingdom Rating), they also hurt a city's 
Prosperity Rati ng. M ake sure the city has enough 
money in its coffers at the end of the year when it 
is time to pay the Kingdom its due Consider 
donating some of your family savings (see page 
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]D8) if it will help get the tribute paid. 

Keep dtizens employed and the dt/s jobs filled. 

Both unemployment and labor shortages will 
damage the Prosperity Rating. A city's Prosperity 
Rating benefits most if you keep the unemploy- 
ment rate down to between zero and five percent. 

Pcy workers high wages If the city pays more in 
wages than what others in the Kingdom pay, its 
Prosperity Rating will bendit. Paying below what 
the Kingdom pays will cost the city some 
Prosperity Rating points 

Feed people a variety of foods The more types of 
food you provide your citizens the bdter the 
chances for a high Prosperity Rating. 

Take steps to improve the dt/s housing Stock. 

Low- quality housing severely limits a city's 
Prosperity Rating. No matter how well the city 
provides food and Jobs for its citizens if it does 
not provide attractive housing, the Prosperity 
Rating will not climb. 

Encourage workers to become scribes Having a 
good percentage of scribes in your population 
provides a boost to your Prosperity Rating. 
Remember, though, that scribes do not work, so 
the city will need to attract more immigrants to 
take the scribes^ places in the work force 

In addition to the above, a Temple Complex, Send 
House and a compided monument adds to a city's 
Prosperity Rating. 
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If you have trouble raising the city's Prosperity, look 
for the opposites to the positive influences listed 
above Chronic debt, trade dd^idts missed tribute, 
employment troubles, low wages poor diet and low- 
level housing all drag Prosperity down. 

KingcJom Rating 

The Kingdom Rating as^^s your relationship with 
others in Egypt. The best way to keep this rating high 
is to devote yourself to serving the Kingdom. 
Respond to requestsfor goodsor military aid whenev- 
er you can, and do not cave into requests from the 
Ki ngdo m's enemi es 

M ake sure the city pays tri bute every year by ensuri ng 
that there is money in the coffers at the end of the 
year. The amount of tribute the city owesisba^d on 
the size of its population and whether it earned a prof- 
it during the year. You can learn your current tribute 
level by visiting your Overseer of theTreasury. 

Take care not to go into debt. Going into debt will 
also lower your Kingdom Rating. Others in the 
Kingdom will begin to think that you are taking 
advantage of the Kingdom's generosity and frown 
upon you. 

You can also boost your Kingdom Rating by distribut- 
ing your wealth to the Kingdom by sending gifts from 
your family savings (see page ]D8). 

Monument R^ing 

The Monument Rating asesesboth the size and scope 
of any monuments in the city, as well ashowfar along 
they arein construction. If you complete all themon- 
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uments required and remember to dispatch any neces- 
sary burial provisions to provide for the deceaffid's 
afterlife, you will have no problem meeting the 
Monument Rating goal. 



Managing Your City 

T here is much to keep track of as you govern a 
city: farms industry, the health and well-being 
of itscitizenry, yourstanding with the Kingdom 
— the list is almost endles Luckily, you have a myr- 
iad of information sourcesat your disposal to helpyou 
make wi^ decisions 

Your Overseers 

Your Over^ers have the most accurate, up-to-date 
information about the city. Visit them frequently to 
keep track of all thegoingson in thecity. In addition 
to providing information, your Over^ers help you 
manage the city. 

Overseer of the Workers 

The O verier of the Workers reports employment fig- 
ures in each employment sector. He tells you how 
many unemployed workers there are in your city. I n 
the csee of labor shortages he shows by how many 
workers each employment ^ctor is short. 

In the event of a labor shortage, you can u^ your 
Over^er of the Workers to ^ labor allocation prior- 
ities Without set priorities the Over^er of the 
Workers fi I Is posts as he ^esfit, general ly favori ng the 
food production sector. If you would like him to 
make another ^ctor his top employment priority, 
click on the sector in the list. A screen pops up with a 
list of numbers one through nine. Asign a priority 
level byclickingoneofthenumbers Your Overseer of 
the Workers then funnels workers to actors in the 
order that you have ^ them. If you change one of 
your priorities the other prioritized sectors will read- 
just accordingly. 



298 


Managing Your City 


The Overseer of the Workers also tracks the city's cur- 
rent annual wage level per ten workers and the level 
that other cities in the Kingdom pay their workers 

Overseer of the M i I itary 

The O verier of the Military keeps track of both 
branches of the armed fo rces The O verseer's army sta- 
tus report updates you on the number and types of 
companies in the army. He keepstabson their morale 
and experience level and can also ^d them for 
Kingdom service should Pharaoh or another city 
require their aid. 

His navy status report tellsyou everything you need to 
know about the navy's warships and transport ships 
He reports each warship crew's fatigue level and the 
hull's strength. He can also ^d warships to aid 
Pharaoh or another city, if needed. 

The Overseer also knovs if invaders are approaching 
and if anyone is requesting military aid. 

Political Overseer 

Your Political Overseer helps you maintain good rela- 
tions with others in Egypt. He keeps track of all out- 
standing requests for goods and food and lets you 
know when there is enough in the Storage Yards to 
comply with the request. When you are ready to send 
the required goods or food, the Political Overseer 
helps make sure the items are dispatched in a speedy 
manner. 

The Political Over^er also keeps track of your family 
savingsand your personal salary. Visit him if you want 
to adjust your salary level or spend a portion of your 
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family savings (see page ]D 8 for moreon both of these 
topics). 

Ratings Overseer 

The Ratings Overseer charts current ratings levels and 
provides advice on how to improve the city's ratings 
Click on each rating for advice on howto improve the 
city's performance See pages ]90- ]95 for more on 
ratings in Pharaoh. 

Overseer of Commerce 

Your Overseer of Commerce monitors the city's 
industries and Storage Yards and keeps track of supply, 
demand and prices for goods throughout the world. 
He knows how much of each commodity is stored in 
the city and tells you whether an item can be import- 
ed or exported. 

Your Overseer of Commerce also updates you on the 
current status of each industry. Visit him to turn city 
industries on or off (see page 55 for more) or to 
stockpile a particular good in the city's Storage Yards 
When a good is being stockpiled, it accumulates 
quickly in the Storage Yards becau^ no one can u^ it. 
It cannot be traded, and Bazaar buyers cannot procure 
thegoodfortheircustomers If a raw material isbeing 
stockpiled, no shipments of the commodity will be 
delivered to its corresponding manufacturer. 

To shut down an industry or stockpile a commodity, 
click on an item in the Overseer of Commerce's list. 
Buttons with your different options appear in the panel 
that pops up. 


Your Over^er of Commerce also helps you establish 
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the flow of trade He identifies which commodities 
can be imported or exported. Once you have agreed 
to trade an item, visit him and specify which items to 
trade by clicking on them. You can tell him how much 
should be kept in the city's Storage Yards or you can 
rely on his judgement and allow him to import and 
export food and goodsas he seesfit. When importing, 
your Over^er will continue to import a good as long 
as the city has les than the chosen level. When 
exporting, your Overseer will export goods any time 
the city has more then the chosen level. 

See pages 91- 95 for more on trade 

Overaaer of the Granaries 

Your Overseer of the Granaries provides information 
about the city's population and its eating habits The 
Overseer offers three different population charts pop- 
ulation history, population by age and population by 
dwelling. Population- History shows how the city's 
population size has changed over time Population- 
Census shows the city's population by age. 
Population- Society breaks population down by type 
of dwelling. 

Your GranariesO verier also discuses anticipated pop- 
ulation trends based on the current levelsof immigra- 
tion or emigration. Hetellsyou if the city is produc- 
ing enough food to feed its citizens and how much 
food is stored in the Granaries He also reports the 
number of immigrants that arrived during the previous 
month and knows how many people the city's vacant 
housing can hold. 
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Overseer of Public Health 

Your Overseer of Public Health reports on the city's 
overall health. He tracks the number of Physician's 
offices Dentist's offices Apothecaries and Mortuaries 
working in the city and knows if any particular health 
problemsface the city. Healso keepsyou up-to-date 
on citizens' latest healthcare demands 

Having more than enough of Physician's offices 
Dentist's offices and Mortuaries in a city also increaffis 
its Culture Rating (see page ]91). Check in with your 
Overseer of Public Health frequently to make sure the 
city has enough health care buildings Because not 
every city needsthem, the Apothecary has no dfect on 
the city's Culture Rating. 

Overaaer of Learning 

Your Overseer of Learning apprises you of thestatusof 
education inthecity. Hereportsthe number of active 
Scribal Schoolsand Libraries and how many people can 
benefit from existing education structures He a^ss- 
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esthe adequacy of accesto education and also reports 
any demands your citizens are making for new educa- 
tion structures Meeting citizens^ demands for educa- 
tion can also boost the city's Culture Rating. 

Overaaer of Diversions 

Your Overseer of Diversions knows how many juggler's 
stages musicians^ stages and dancers^ stages are work- 
ing in the city. He also reports the number of Senet 
Houses that are entertaining the public. He estimates 
how many people can bend^it from your city's stages 
and gauges citizens' satisfaction with their entertain- 
ment options Hecan also helpyou improve the city's 
Culture Rating. If he reports that access to entertain- 
ment is inadequate, build more entertainment struc- 
tures to boost the rating. 

Overseer of the Temples 

Your Overseer of the Temples knows which gods are 
worshiped in the city and whether or not the city has a 
patron god. He also a^s^ how appeased the gods 
are He reports how many Sorines Temples and 
Temple Complexes are working in the city and if peo- 
ple are demanding more acces to religious facilities 
He can also help plan a festival (see page 124 for 
more). Ensuri ng that citizens have good accesto reli- 
gion improves the city's Culture Rating. 

Overseer of theTreasury 

Your Overseer of the Treasury keeps a ledger of the 
city's income and expenditures He provides the pre- 
vious year's ledger for purpose of comparison. Go to 
your Overseer of theTreasury to set a new tax rate and 
to see what percentage of the population is currently 
registered to pay taxes He also tells how much more 
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money the city would make if everyone was registered 
for the tax. 


Chief Overseer 

The Chid Overseer, a sort of Overseer of the 
Over^ers is the most important Over^er in the 
city. Your Chid Overseer works with your other 
Overseers to provide a summary of the city's status 
in a number of areas He alerts you to presing 
problems that should be dealt with immediately. 
He's a good person to turn to if you're not sure 
what problemsface the city. Hecan helpyou decide 
what to do to make your city a bdter place to live 

Your Chid Overseer also knowsthelatest N ilomder 
prediction regarding the coming flood and when it 
is anticipated to occur. He is also the source for 
information regarding City Sentiment. If citizens 
are not happy, your Chid O verier will Id you 
know so, and why. 


Overseer of Monuments 

Your Overseer of Monuments provides a list of mon- 
uments that are required to win a mision and a gen- 
eral status report on any monument construction 
projects Healso overseesthedispatch of burial provi- 
sions for tombs should they be required. 


For more specific infor- 
mation on any monu- 
ment, info- dick on the 
monument site to check 
in with the Constmction 
Foreman ( see page 13]) . 


Overlays 

If you want to learn mo re about a certain aspect of the 
city, viewing the city with an overlay could give you 
the information you need. Overlayscan beesential as 
you plan a city. 
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Water Overlay 

With the Water Overlay activated, you can see all your 
city's Water Supplies and Wei Is and watch water carri- 
ers conduct their daily busines 

The Water Overlay is color- coded to give you infor- 
mation on water acces in the city. Light blue indicates 
the pre^ce of ground water. You can place buildings 
that need accesto ground water, like Wells* Water 
Supplies, Palaces and Mansions, there Land marked 
with dark blue shows the houses that have access to 
water from a Well. Acces to clean water from water 
carriers is marked with blue columns The taller the 
column, the better house's acces to clean water is 

Risks Overicys 

Many potential problems threaten a city's well- being, 
but luckily you can do something about most of 
them. The Risks Overlays are your guides to the^ 
problems and can help you decide what to do to pre 
vent problems 

In each of theRisksOverlays most of the buildings will 
be flattened and replaced with a red column. The taller 
and redder the column, the greater the risk is 

Fine The Fire Overlay shows which buildings have 
a high likelihood of catching fire You will also be 
able to see at a glance where the city's Firehouses 
are, which will help you decide if a particular area 
may need more protection. 

Crime In any city, some neighborhoods are 
rougher than others The Crime Overlay shows 
you where trouble spots are and where things are 
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peacd^ul. The Crime Overlay also shows you the 
location of Police Stations and Courthouffis 


Disease The specter of disease can haunt your city 
at every turn. The Disease Overlay shows you 
where pestilence thrives It also shows the physi- 
cians in your city who combat this risk. 


To ffle where your health 
workers are, use the 
Health Overly {see page 
207). 


Malaria Malaria- carrying mosquitoes live in 
marshes and near water. Homes in the^ locations 
are susceptible to malaria infection. Using the 
Malaria Overlay shows you which homes are most 
at risk and shows you the herbalists working in the 
city to prevent the affliction. 



Overly Overlays show you particular aspects of your city. This 
overlay shows which homes have accesto a Mortuary. The homes 
have been flattened and replaced with columns The higher the col- 
umn, the better access the house has to a Mortuary. 
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DamageL While building techniques are quite 
advanced, some structures i n the city are prone to 
collap^ and failure The Damage Overlay shows 
you which structures are most likely to fall down. 
The Damage Overlay also shows the architects 
patrol ling the city. 

Problems Overlay 

Any of a number of problems can strike the city, and 
it can be difficult to tell when a problem is about to 
happen. With the Problems Overlay, you can identify 
at- risk buildings before problems occur. 

When the Problems Overlay is enabled, all the build- 
ings in your city that are not working correctly are dis- 
played. On the lov\er part of each building are icons 
that indicate any problems it is suffering. If you hold 
the mouse cursor over an inactive building, balloon 
help describes the problem. 

For all buildings in the city, the Problems Overlay 
shows which are about to collapse or catch fire For 
housing and industrial buildings, theProblemsOverlay 
uncovers these potential threats 

Housina 

About to devolve 
About to produce a criminal 
About to catch malaria 
About to become disea^ 

Infected 

Vacant 

Industry 

No labor 


Partial labor 
9iut Down 
N eeds raw materials 

The Problems Overlay also shows any delivery men 
who areunableto deliver their load of supplies It also 
shows repre^tatives from the city's employment sec- 
tors who are looking for able-bodied workers If a 
building in the city is chronically without labor, keep 
an eye on its repre^tative to find out why. 

Entertainment Overlay 

All citizens demand diversion, and some insist on 
more than one type The Entertainment Overlay 
shows housi ng's acces to each type of entertai ner and 
to entertainment overall. Columns on each dwelling 
show how much acces it has to entertainment. The 
taller the column, the better the acces 

The Overall Entertainment Overlay shows aggregate 
accesto all entertainment types 

Education Overlay 

For a city to tmly thrive, its wealthy citizens must be 
well educated. The Education Overlay shows which 
houses have good access to Scribal Schools and 
Libraries As with the Entertainment Overlay, you can 
view the effects of the city's educators in aggregate or 
by type 

Heaith Overlap 

The Health Overlays show by type how frequently the 
city'shousing isvisited by health workers Keep an eye 
on your city's dentists physicians embalmers and 
herbalists as they go about their duties 
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Adminidretion Overlay 

The Administration Overlay cx)versa range of services 

that affect the way a city is run. 

Tax Income Overlay. Which scoff laws are evading 
your tax collectors? The Tax Overlay shows who's 
paying his fair share and who is getting off scot 
free The higher the columns, the more frequent- 
ly a tax collector passes The stack of CO ins next to 
the columns i ndi cates how much tax the house has 
paid. If you hold the mousecursoroverthecoins 
mouse help displays the exact amount of tax col- 
lected at the property. Based on what you learn, 
you may decide to build more Tax Collector's 
offices in the areas that are getting off easy. 

Keep in mind, though, that frequent visits by a tax 
collector does not mean that a house pays more 
taxes Taxes are collected only when they are due 
In order for a house to pay taxes each month, it 
must have been recently passed by a tax collector. 

Desirability Overly. The Desirability Overlay 
indicates where the city's best neighborhoods are 
Land is marked with colored squares ranging from 
brown to gold. The darkest brown squares are the 
least desirable places to live Gold squares mark 
the most desirable locations 

BaeaarAooesB Overlay. The Bazaar Access Overlay 
shows which homes are being visited by a seller 
from the Bazaar. It also shows where the city's 
Bazaars Granaries and Storage Yards are 


fecurity Overlay. Thisoverlayshowsall the means 
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the city has on hand of defending itself. It shows 
Police aations Forts defensive structures 
Warship Wharves Transport Wharves Recruiter 
and Academy. If you have built a Temple 
Complex to Seth and added the Oracle of Sekhmet 
page 123 ), you will also see priests of Seth 
walking your city's streets 

Vie/v 

As you look out over the city, you start out facing 
north. If you want to look in a different direction, 
click on the pyramid icon located at the top of the 
screen next to the date If you click on the right side 
of the pyramid, your view of the city will rotate 
counter- clockwi^ 90 degrees Clicking on the Idf 
side of the pyramid will rotate your view 90 degrees 
clockwise Clicking on the center of the pyramid will 
reorient your view due north. 

Viewing the city from a different perspective can be 
helpful, especially if you are trying to see behind a large 
structure 


Overview Map 

The Overview M ap displays a large portion of the city 
at one time Buildings are color- coded according to 
their function as follows 


Roads 

Food and Farming 

I ndustry 

Entertainment 

Religion 

Education 

Health 


Grey 

Bright green 
Red 

Light blue 
Dark purple 
Yellow 
White 
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World Map Button 


Safety and Maintenance 

Blue 

Government 

Lavender 

Military 

Orange 

Beautification 

Teal 

Monuments 

Dark grey 

Walls and Gatehou^ 

Black 


A yellow rectangle on the overview map marks the 
area currently in view. Click on any area of the 
Overview M ap to jump to a new location. 

World Map 

The World Map shows your city along with other 
important cities in the world. Open trade routes are 
clearly marked on the map, and you can chart the 
progresof enemy armies or navies moving toward the 
city here Smilarly, if you have^t your own army or 
navy in aid of another city or of Pharaoh, you can 
track their movements on the World Map. 

Citi^ns 

Citizens in Pharaoh are busy taking care of their day- 
to-day tasks But, if you check in with them by info- 
clicking on any of them, they will tell you what they 
are doing or what they are thinking about. And, the 
longer you engage them in conversation, the more 
they will tell you. 

Citizens tell you about the most presing situation as 
they ^ it. Not all citizens have the same opinion, 
though. Still, if hunger is the biggest problem in the 
city, more citizens will complain about being hungry 
than anything else 


If you ask citizens to tell you more, they will tell you 
everythingtheythink about the city, in order of impor- 
tance 

Citizens hov«ver, do have a slight tendency to exag- 
gerate While th^ will giveyou an idea of the attitude 
prevailing in the city, your Oversersare a much more 
reliable source of information. Citizens^ opinions tend 
to be ^f- centered 

Messages 

When a notable event occurs in thecity orelswherein 
the Kingdom, you will receive a mesage describing the 
event. Some of the^ mesages are urgent and require 
quick respond on your part. They could be requests 
from Pharaoh or other cities or could be directing your 
attention to a particular trouble spot in your city. 

When a new mesage arrives the "Mesage" button on 
the Control Panel will light up. Click on the button, 
and your mesage will be displayed. If the matter is 
extremely urgent, the mesage will be delivered to you 
directly and appear on the screen automatically. If the 
mesage is alerting you to some trouble in your city, 
you can click on the alarm button within the mesage 
to proceed directly to the trouble spot. 

Other mesages you will receive contain instructions 
that will help you manage the city more succesfully. 
Theffi mesages are u^ul guides that teach important 
game concepts and ^ up short-term goals Meeting 
the short- term goalsoutlined in the^ special mesages 
enables you to win a mision and move on to the next 
step. Theffi mesages are marked with a blue scroll in 
the mesage list. 


□ 

Mesage Button 


To eraffiamesage, info- click on itstitlein themesage 
list. 





A Ne/v Egypt Thrives 

A s generations have done for counties years 
you stand on the edge of the desert, looking 
out towards the place you call home The 
city spreads before you: towards its center, majestic 
Temples honor the gods and diplomats and common 
citizens alike mill around the city's stately Palace 
Away from the center are fine neighborhoods deco- 
rated with Gardens Plazas and Statues On the out- 
skirts of the city are industries and farms that produce 
goods and foods that the citizenry needs Caravans 
make their way to the busy Storage Yards to sell exot- 
ic goods from far off lands The N lie ^rves as a back- 
dropto the scene and hosts mighty warships and hum- 
ble ferry boats 

Turning your back to the city, you face a growing 
Pyramid that, when the time comes will hou^ your 
body as you make your Journey to the Field of Reeds 
On the walls of the Pyramid, artists are painting your 
family's story, astory that began centuriesago. All the 
toiling of your ancestors has led to this moment: a 
united Egypt, with cities unparalleled in all the world. 

How difficult it must have been for your earliest fore- 
bears to dedicate them^ves to Egypt's glory when 
that glory must have ^emed so far away. 

As you prepare your^f for your final Journey, you 
can be sure that all who went on before you are proud 
of your final achievement. Yet, you also know that 
without the efforts of each of your ancestors Egypt 
would not be what it is today. Great Pyramids are 
made up of individual stones and great nations are 
made up of individuals dedicated to a common goal. 

A nd, j ust as the Pyrami d needs each sto ne to be co m- 
plete, each individual's contributions made it posible 
for Egypt to be the great land it has become 
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A s we approach the new millennium, some- 
how the spectacular though enigmatic civi- 
lization of ancient Egypt ^emsto have taken 
on a new significance for the modern world. Always 
shrouded by a certain mystique and romanticism, this 
remarkable culture now ^ems to reach out at us 
evoking familiar but still tantalizing questions about 
our place in the univer^, where we've come from and 
where we're going. Why does this long dead civiliza- 
tion have such an effect on us? 

Could it be simply that the tremendous antiquity of 
this culture almost defies belief? Indeed, this civiliza- 
tion isso old that the great pyramids were ancient his 
tory by the time the Roman Empire arrived on the 
scene Maybe it's just that there's a certain kind of 
magic that v\e, as human beings find our^ves believ- 
ing in, preciffily becau^ so much remains unknown 
about thisamazing culture, who^ great and wondrous 
achievements we still marvel at to this day. Though 
Egypt has certainly endured the test of time, the truth 
is that on the eve of this new millennium, asv\ie pon- 
der such enticing questions as "is there life on other 
planets?', there is still quite a lot about the history of 
our own world v\e don't know, and may never know. 

What v\ie do know about ancient Egypt isfascinating, 
yet the topic conjures up very different images to Just 
about anyone you ask. To some people, the study of 
ancient Egypt only means dusty old textbooks and 
stuffy mu^ms To others it's the stuff of tabloid 
headlines where alien encounters and the resurrection 
of the dead are an integral part of the picture Well, 
with Pharaoh we hope we've changed that! In this 
game, you won't be stuck staring at photographs of 
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crumbling old ruins* or lifeles paintings of long- dead 
Pharaohs nor will you see flying saucers hovering over 
the pyramids or terrifying mummies walking the 
streets What you will in Pharaoh is a vivid picture 
of ancient Egypt brought to life - our version of it 
anyway. 

J ust what is our version of life in an ancient Egyptian 
city? The tremendous challenges of maintaining a 
huge population, almost exclusivelyforthepurpo^of 
constructing massive monuments of mudbrick and 
stone, is central to Pharaoh, as it was to the rulers of 
ancient Egypt. Above all else, what made the con- 
struction of edifices like the great pyramids and sphinx 
posible, wasthe tremendous gift the pharaohs had for 
organizing and controlling huge numbers of people 
This dominant aspect of ancient Egyptian life is a huge 
part of the Pharaoh experience, and something I am 
sure most strategy gamers can relate to. 

In our game, as in ancient Egypt, the successful com- 
pletion of monuments like the great pyramids (or 
even a small pyramid for that matter) isa detailed and 
multi- stepped proces* It entails quarrying or import- 
ing stone, or making bricks from clay and straw, then 
using peasants to haul the^ materialsto the construc- 
tion site where masons and bricklayers (supported by 
carpenters) set them into place Hock by block the 
monument rises ever higher and higher - one step at a 
time Watching a pyramid or other monument inch 
its way toward the sky, due to the efforts of an entire 
population of workers scribes and peasants is a real 
constructive gaming experience, perhaps too often 
neglected in favor of the destructive, and v\ie hope 
you'll enjoy this as much aswedo. 


Another core element of the Pharaoh game model is 
its farming system. Confined to a very narrow ribbon 
of arable land surrounded by thousandsof square mi les 
of barren and inhospitable desert, the ancient 
Egyptians took advantage of many sources of food, 
such as wild game, fish and beef cattle — all of which 
we've included in Pharaoh. However, in order fortheir 
civilization to truly prosper, Egyptian farmers had to 
contrive and master some peculiar and innovative 
farming practices to fully take advantage of the rich 
and fertile soil (referred to as 'the black land'), which 
was deposited each year, as the annual inundation of 
the great N ile river receded. I n time almost every facet 
of Egyptian culture was to some degree bound to this 
yearly cycle, and for sveral months of the year (when 
theirfields were entirely covered by water), most peas- 
ant farmers contributed to the construction of the 
great monuments 

For cities located further to the north, in Lower Egypt, 
thefloodwaterswould come later in the year. If Africa 
experienced a drought (or if Osiris was displea^d), no 
flood would come 'Nilometers^ were built to help 
predict the level of the annual flood, and huge gra- 
naries were constructed to store the immen^ annual 
harvest. Masive irrigation projects were undertaken to 
extend the benefits of the flood, and, of course, priests 
alwaystooktremendouspainsto ensurethat Osiriswas 
appeaffid. 

In Pharaoh, to allowyouto experience thisunique way 
of life first hand, we've incorporated all of the^ prin- 
ciples into a detailed, yet simple to use farming system. 

I could go on and spend hundreds of pages outlining 
the 'story' behind each facet of Pharaoh, but I think 
the game speaks for itself. 
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One final note: There is often a tendency to ascribe the 
succes of any really great game (and in ca^ you 
haven't gue^d, we think Pharaoh is a really great 
game) to a single individual "visionary’', or "star". 
M aybe epi logues I i ke the^ "designer's notes" I 'm now 
writing are evidence of this . . I don't know. 

I do know, however, that Pharaoh could not have been 
posible without the extraordinary talents of all of the 
development staff here at Impressions It hasof cour^ 
been my job (and my pleasure) to lay the foundation 
for what Pharaoh would be, and to provide a ( hopeful- 
ly gentle) guiding hand to keep it on track, but it isthe 
art, programming, production, music, sound design, 
play testing and writing staff here at Impresions who 
tmly bring a game like Pharaoh to life Each adds his 
or her own unique touch, while remaining true to the 
character of what we've collectively created, and once 
a project like this is underway, it positively takes on a 
life of itsown (which I must say istruly magnificent to 
see). 

What's more, although Pharaoh has been largely 
brought to fruition by a certain "core team" of indi- 
viduals in fact by the time any one of our games leaves 
the studio and entersthe world, pretty much everyone 
at Impressions — including members of other project 
teams — has contributed something to it. So above 
all. Pharaoh is an Impressions game, and one which I 
hope will both entertain and inform for years to come 

Chris Beatrice 
Cambridge, Massachu^ts 
September X ]999 
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Building 


C? 


## 



]D 


i 

i 




I Industry 



Brickworks 


12 


i 


U 


I 


Industry. Makes 
bricks from straw 
and day. 



Bridge 


Munidpal. Cost is 
per section of 
bridge; maximum 
iength isfour »lions 


■m 




Carpenter^ Guiid 




i 


Industry. Needs a 
del ivery of wood to 
construct ramps and 
scaffolding. 



Cattle Ranch 


32 


u 


[ Food & Farming. 

I N eeds straw to 
feed cattle 





Chariot Maker 


30 


i 

i 


IS 


HEx Military. Needs 
i ^^woodtomake 
‘^■'chariots 


Clay Pit 


i 




i 


Industry: Raw 
Materials 



Con^rvatory 


8 

■HTT-i. 

i 


rtjf Entertai nment. 

mu Trai ns musi d ans to 
perform on musi- 
cians stages found in 
Bandstands and Pavilions 

Courthouse 

Jgpi-Tj 

30 

t 

t 


K5w Munidpal. Stores 
|J® a portion of the 
■ icity'sfunds 

Dance School 


30 

i 


Entertainment. 

Trai ns dancers to 
perform on dancers' 
stages found only in 
Pavilions 

Dentist 


2 

t 


3^i Health & Citation. 

. 'S'? Has no effect on City 
^^Health; contributes 
to to a neighborhood’s 
desirability. 

"[ 30 '^ 

Vm 

32 

0 0 
0 0 


Storage and 

i^Fj Distribution. Must 
' ’ be placed on straight 
edge ofcoastlineinanav- 
igable location. 

Farm 

- 

30 



Food & Farming. 

A — ^ Types of farms are 
Bariev. Chickpea, 
Fig, Flax, Grain, Lettuce 
and Pomegranate. Only 
Meadow Farms require 
employees 

Ferry Landing 

- 

5 

gr>i. 


CT3 Munidpal. Ferry 
Landi ngs must be 
L. ' j placed in pairs, one 
each on oppoang adesof 
the river. 
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Mansion, Personal 


- 


\ 

|^9Munidpal. Must be 
mStn-iilt partially on 
Bui grassland. Stores 
family savings. 



30 


\ 

1 ndustry: raw mSte- 
rials Must be built 
■■■adjacent to a rocky 

Mine, Copper 

Utl# 



outcropping marked with 
metallic nuggets 

Mine, Gemstone 


8 

®§ 

\ 

HB 1 ndustry: raw mate- 
rials M ust be built 
IHI adjacent to a rocky 
outcropping 

Mine, Gold 

6 

32 

BE 

\ 

HH Industry: raw mate- 
rials M ust be bui It 
■■■adjacent to a out- 
cropping marked with 
metallic nuggets 

Mortuary 

VSt 

8 

»f>i. 

u 

IgiHedthS. 

Needs a 

supply of linen to 
function. 

Palace, City 

t 

30 

tt 

IS 

BSlMunidpel. Onesc- 
IjJBl tion must be bui It on 
mllM grasriand; needed to 
collect ta>®s storesa portion 
of thedt/sfunds 

Palace, Town 

t 

25 


IS 

m Munidpel. Oneac- 
IjlWtion must be built on 

EUi gasEland; nsded to 

collect tae«s storesa por- 
tion of thedt/sfunds 


Building 



Palace, Village 


20 

t 

t 

U 

\ 

1^9 Munidpel. Onessc- 
f^Wtion must be built on 
gQy grassland; needed to 
collect ta>«g storesa 
portion of thedt/sfunds 

Papyrus Maker 


32 

i 

i 

U 

s 

Industry. Turns 
reeds into papyrus 

Pavilion 
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Introduction 

First, indulge our compulsion to explain the purpo^ of this sup- 
plement. The culture that v\ie think of when we say "Ancient Egypt" sus- 
tained it^f for thousands of years The purpo^ of this appendix is not to 
provide a comprehensive history of A ncient Egypt — if v« did that, the 
manual wouldn't fit in the box! Rather, the purpo^ of this supplement is 
first and foremost, to get you excited about thisamazing culture We 
also want to provide more of a context for Pharaoh, so that you can link 
events in the game with historical fact. Lastly, we want to share some of 
the themes and ideas that attracted us to this culture So, without any 
further ado . . . 



Some Quick Geographical N otes 

The ancient Egyptians divided their land into two parts Upper 
Egypt and Lov\er Egypt. Upper and lower do not refer to north and 
south; rather, the terms refer to the flow of the Nile and the elevation of 
the land. Upper Egypt isthe southern 
region and takes its name becau^ it is 
closest to the source of the N Me, or up 
river, and therefore Meson higher ter- 
rain. Lower Egypt consists primarily of 
the N Me delta region and takes its name 
becau^ it is furthest from the source of 
the N ile, or down river. It is also closer 
to sea level than Upper Egypt. 

The predominant geographical 
feature of ancient Egypt was a vast 
desert bi^cted by the N ile The N ile 
cut a fertile swath along Egypt's length. 
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and the m^ority of ancient Egyptians lived along the river. The Egyptians 
referred to the de^rt as deshret, or the "red land" and called the land 
along the N ile kemet, or "black land," which isalso the name the ancient 
Egyptians u^ to refer to their homeland. 

Most of Egypt's population lived on the black land along the 
N ile Here, they were able to establish farms The desert, hov«ver, was 
not completely devoid of life During ancient times the Egyptians hunt- 
ed sveral animal species that thrived among the brush in the desert. 

Egypt's particular geography aided its early development. Egypt 
was naturally protected on three sides The de^rt, along with the 
Mediterranean ^ to the north and the Red Sea to the east, provided early 
Egypt with natural barriers against itsfoes Limestone cliffs lining the Nile 
Valley bolstered the defend to the east and west. To the south was 
N ubia, but during Egypt's infancy, the land to south po^ no problems 

Without much fear of invasion, Egypt developed the internal 
infrastructure and economy that led to its longevity. Within a few hun- 
dred years of its first unification, Egypt began military conquests abroad 
and built fortress to bolster its boundaries Asother cultures developed 
^a-going vesffils ancient Egypt's natural protections broke down. By this 
time, hov\ever, Egypt had learned to protect it^f. 

A note about date usage: historians using papyri and other 
ancient sources have been able to reconstruct the chronology of when 
certain pharaohs ruled and for how long they v\ere in pov\er. There is 
some debate, however, over when specific pharaohs actually ruled. Asa 
result, dates vary from source to source, and dates used in this supplement 
might differ from tho^ in other books and articles you've read about 
ancient Egypt. 

One more thing: people have lived along the banks of the N ile 
for at least 7,500 years During this incredibly long stretch of time, place 
names changed. In thistext, city names that the ancient Egyptians u^ 
are given, followed in parenthesis by their mo re familiar cl asi cal names 
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Pre- Dynastic Period 
5500-30 00BC 

The era before pharaohs ro^ to pov«r is cal led the Pre- Dynastic 
Period. Several cultures aro^ along the fertile banks of the Nile during 
thistime In Lower Egypt, groups of people lived around Merimda, north 
of what would become Men- nefer (Memphis). Another culture formed 
in the Fayuum. To the south in Upper Egypt, cultures formed near 
Abydos and sveral formed at N aqada, or N ubt. 


Patron Gods 

Religion in Egypt developed regionally. Though in time all the 
gods were united into one pantheon, most cities stubbornly maintained 
allegiance to their own regional gods Some cities held one god in par- 
ticularly high esteem and viewed that god as its patron. For example, 
Bubastis' patron god was Bast, N ubt's ( N aqada) patron god was Seth, 
Nehken's(Hierokonopolis) godwasHorus and Abedju's(Abydos) and 
Busins' patron god was Osiris 

Different gods ro^ to prominence at different times and they 
often swapped characteristics with one another. For example, one of the 
earliest pharaohs Hor-Aha, looked upon Ptah as his patron god. Ptah's 
stature increased during H or- A ha's reign, and he became the creator of 
all the gods Later, Ra was deemed the creator god and, later still, Amon 
became the chief god. 

Loyalty to a certain patron god occasionally brought mythologi- 
cal overtones to political struggles At the end of the Archaic Period, 
Khaffikem, firmly united with Horus battled Perib^, who affiliated 
himself with Seth, for ruleof Egypt. Interestingly, in Egyptian mytholo- 
gy, Seth is portrayed as a usurper of first Osirisf, then of Florusf, power. In 
this instance, no one knows if life is imitating mythology or mythology 
is imitating life 


Some of these small civilizations exhibited facets of what would 
become ancient Egyptian culture By 5500 BC, agriculture became the 
primary source of food, particularly in southern, or Upper, Egypt. 

Wheat and barley were grown and stored in granaries of different shapes 
and sizes Agrarian communities formed to support the farms 

Burial customs also evolved into a familiar form. The dead were 
buried in cemeteries on the outskirts of villages far from the living and 
away from arable land. Tools and food that they would have u^ during 
life were buried along with them. By about 4000 BC, when a^ond cul- 
ture had established it^f at N aqada, tombs evolved into underground 
rooms that were supplied with everyday items 

Other conventions practiced by the earliest Egyptians included 
the u^ of malachite as eye makeup to reduce the sun's glare and the use 
of oilsfor perfume The throwing stick, used throughout ancient 
Egyptian history to hunt, was also u^ during Pre Dynastic times 

Asagrarian communities formed into more organized villages 
I eaders aro^, and certai n vi 1 1 ages reached do mi nance I n U pper Egypt, 
Thinisand Nubt (N aqada), which wasasociated with Seth, God of 
Destruction, were the preeminent cities In Lower Egypt, Perwadjyt 
(Buto) and Behdet (Apollinopolis) were centers of power. 



Archaic (Early Dynastic) Period 
M and 2nd Dynasties 
3000-2649 BC 

It was within the framework of strong regional leaders that 
ancient Egypt was first unified. Historiansdisagreeon which leader actu- 
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ally united Egypt first. In ancient Egyptian lore, the mythical pharaoh 
Menes who hailed from Thinis* iscredited with the feat; ho\rtever, no arti- 
facts found during the time Menes would have lived mention his name 

Most historians are sure that Narmer was one of the first rulersof 
Egypt, although no one is sure how much of Egypt he ruled. The N armer 
Palette, a stone artifact found at Thinis* depicts N armer wearing the crown 
of Upper Egypt on one side and Lower Egypt on the other. Some histori- 
ans point to this palette as clear evidence that Narmer ruled both parts of 
Egypt. 


the reunification, Kha^hem took the name Kha^hemwy, which means 
"two powers have appeared." 

By the end of the Archaic Period, Egypt was again unified under 
one leader. Burial in agreat mastabatomb was the common practice for 
the nobility. The potter's wheel had been invented, resulting in stronger, 
longer- lasting ceramic pieces Trade with neighbors brought needed 
goods and raw materials into the country. And, due to the conflict 
between Kha^hemy and Perib^, Horus was firmly established as the 
deity of the pharaohs 


Historians are certain that Hor- Aha ruled a unified Egypt and 
founded its first capital at Men-nefer. Hor- A ha selected asitein the mid- 
dle of Egypt, between the two lands He called his capital "White Walls" 
but it would be later referred to as Men- nefer (Memphis) . Land for the 
capital city was created by diverting the flow of the N Me by using a large 
dike Hor- Aha also established Ptah as the primary god, and undertook 
military and trade expeditions to Nubia, Lebanon and Snai. 

Hor- A ha's succesors followed his pattern of leadership, and 
Egyptian culture flourished. Papyrusand hieroglyphics were in u^, and 
the ability to centralize the government was aided significantly by record 
keeping. The Egyptian government also measured the N lie's inundations 
and directly managed farm labor. Medical papyri were written, and stone 
was first used in buildings and sculptures Nobility v\ere buried in finely 
decorated mastabasat Abedju (Abydos) and Saqqara. 

Several pharaohs followed Hor- Aha, shoring up the union and 
adding land. At the end of the ^ond dynasty, however, the union broke 
down. Two men, Persiben and Kha^khem, claimed the throne 
Departing from the standard, Persiben took a "Seth name" instead of the 
traditional "Horus name" In addition to being closely associated with 
Lower Egypt, Seth, in Egyptian mythology, isHorus^ enemy. Kha^hem 
retained the practice of taking a "Horus N ame" During the conflict, 
Kha^hem was forced southward to Nehken (Hierakopolis), but ulti- 
mately managed to defeat Persiben and his forces reuniting Egypt. After 


turn A J 


Old Kingdom 
3rd- 6th Dynasties 
2649- 2395 BC 

TheOld Kingdom wasatimeof prosperity in ancient Egypt. 
Pharaohs firmly united the land with a highly centralized government. 
Egypt was divided into nomes each of which was led by a nomarch. 
Generally, Nomarchswereclo^ relatives of the pharaohs and very loyal to 
them. 


With the union between Upper and Lower Egypt solidified, 
pharaohs turned their attention to foreign expeditions with the intention 
of increasing the nation's wealth. Egypt looked primarily to its south for 
gold and to its east, most notable at Serabit el-Khadim in Snai, for copper 
and turquoi^ The Egyptians founded settlements in these locations and 
did battle with Bedouin, Nubians Brians Canaanites and Palestinians 
The Egyptians also established ^ttlements in the west at the Bahariya 
Oasis in the Western De^rt. This location was key to facilitating land 
trade The expeditions into these areas had the desired effect: Egypt's 
wealth increased, and pharaohs could afford to spend the country's new- 
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found v\ealth on masive monuments 

The Old Kingdom also witne^d the ri^ of the solar cult. The 
pyramids are in the shape of the benben, where Ra- Atum, the creator god 
in the solar cult, first appeared. Later in the Old Kingdom, the solar cult 
became more dominant with the construction of Sun Temples in sveral 
cities throughout Egypt. 

TheOld Kingdom began with the start of the Third Dynasty, and 
pyramid construction began almost immediately. The^ond pharaoh of 


Pyramid Building 

No one is quite sure how the ancient Egyptians built the pyra- 
mids The process is not depicted in any remaining artifacts Piecing 
together evidence from the pyramid sites and depictions of the construc- 
tion of other types of monuments most archeologists believe that pyra- 
mid construction relied on the use of ramps made from unfired mudbrick 
and wood. Exactly how the ramps were placed in relation to the pyramid 
remains a mystery. Somethinkthat the rampsv\ere placed perpendicular 
to the pyramid. Asthe pyramid grew in size, so too did the ramp. 

Others think that a ^iesof ramps each at a 90 degree angle to the pre- 
vious ramp, circled the pyramid. This would make each ramp shorter, but 
begs the question of how massive stones were maneuvered around 90 
degree turns 

Most agree on how the stones were moved from the quarries to 
the pyramid sites Wharves and docks v\ere constructed especially for the 
pyramid construction, and a ramp leading from the water's edge led to 
the pyramid site Stones v\ere pulled on large sledges by potentially hun- 
dreds of men. To reduce friction, limestone and water or roller logs were 
placed under the sledges 

Other theories suspect the use of wind power or simple machines 
like leversor pulleys to help hoist the huge stones Of cour^, there'sthat 
silly alien theory, but who really believes that? 


the dynasty, Djo^, had the first pyramid built at Saqqara. Imhotep, his 
vizier who was noted for his intelligence and also served as a high priest 
forthesun cult at On (Heliopolis), oversaw the construction of the pyra- 
mid and acted as its architect. The pyramid, called a "Stepped Pyramid," is 
esentially six mastabas one on top of the other, with each level smaller 
than the previous level. No one is quite sure what the pyramid was 
intended to portray, but some archeologists suspect that the pyramid was 
intended to look like a stairway to the heavens 

Several stepped pyramids were built for other pharaohsup until 
the time of Snofru. Under Snofru, the first pharaoh of the Fourth 
Dynasty, the pyramid form was perfected. Snofru's first project was to 
complete his father H uni's pyramid at Meidum. H uni's pyramid began as 
a stepped pyramid. When Snofru finished the project, he smoothed the 
sides foreshadowing the style of pyramids to come 

Snofru began at least three of hisown pyramid projects Hisfirst 
one collapsed under itsown v\eight. His^ond pyramid, the "Bent 
Pyramid," isstill standing at Dahshur. The angle of the sides changes half- 
way up, although no one is quite sure why. One theory isthat the archi- 
tects feared another collap^ and reduced the angle Another theory is 
that Snofru died during the construction, so the angle was reduced to 
speed up completion. A third theory isthat the Bent Pyramid is a gigantic 
obelisk, designed to repre^t one of the sun's rays Regardles* the Bent 
Pyramid did feature the smooth sides that would distinguish true pyramids 
from step pyramids 

Snofru's architects 
finally perfected the 
true pyramid form with 
the Red Pyramid. Also 
located at Dahshur, the 
pyramid featured the 
characteristic smooth 
si des and o uter casi ng 
of fine stone that sub- 
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^uent pyramids would mimic. The pyramid takes its name from the 
color of the monument at sun^. 

Pyramid building reached its apex with Khufu's(Cheops^) pyra- 
mid at Rostja (Giza). The pyramid, the largest still standing, wasoriginally 
about 476 feet tall with sidesof about 750 feet in length. It consists of 
about 2,300,000 blocksof limestone The entire pyramid was encased in 
Tura limestone, brought to the site from On (Heliopolis). Pyramid- 
building continued throughout the Old Kingdom, and some early Middle 
Kingdom pharaohs had them built. In all, about 50 royal pyramids have 
been discovered in Egypt, with dozensof smaller pyramids built for leser 
nobility. 

The grandeur of the pyramids underscored the pharaohs^ standing 
as gods on earth and reflected the pov\er and v\ealth they held during the 
Third and Fourth Dynasties Some historians estimate that most of the 
nation's wealth was devoted to pyramid construction. 


strengthening of that of other families was instrumental in thecollap^of 
the Old Kingdom. The last Old Kingdom ruler, the Sxth Dynasty's Pepy 
1 1 , governed Egypt for about 94 years the longest reign of any monarch 
in recorded history. Age eventually hampered his ability to govern, and 
the families that had been entrusted to govern the different areas or 
N omes of Egypt ^zed more power. Famine completed the downfall of 
the central government. The climate had changed, and the yearly mon- 
soons that created the N ile'sflood cea^. Without the flood, farmland 
became les fertile until it eventually could no longer support crops The 
basisof the economy was gone, people were going hungry, and Pharaoh, 
a living god on earth, waspowerlesto do anything. Ancient Egypt again 
splintered into small communities each with a provincial leader at its 
head. The central government disappeared. 



The Fifth Dynasty marked a shift away from building colosal 
pyramids Pyramids were still constructed, but on a much smaller scale, 
becau^ more resources were devoted to building Temples of the Sun. 

U^kaf, the first pharaoh of the Fifth Dynasty, built the first 
Temple of the Sun at Djedu (Abusir). 3x other Fifth Dynasty pharaohs 
built Temples of the Sun, cementing the solar cult asthe central theology. 

Eventually, the tightly centralized government that made monu- 
ment building posible began to break down. While the Fourth Dynasty 
pharaoh filled government posts with clo^ relatives the Fifth Dynasty 
pharaohs did not follow suit. The extensive network of government offi- 
cials remained, but the^ posts were no longer filled by relatives of the 
pharaohs Rather, nobility from other families filled the^ posts From 
their relationship with pharaoh, they gained power without necesarily 
having the of loyalty that a blood relative might have 

This weakening of the pharaohs^ power combined with the 


First Intermediate Period 
7th- nth Dynasties 
2395-2066 BC 

The First IntermediatePeriod was a time of strife Famine'sgrip 
on the populace was strong, and leaders of the many small communities 
did what they could to feed their people Eventually, Upper Egypt and 
Lower Egypt again took shape as ^parate kingdoms 

By about 2360 BC, a group of rulers located at Henen- nesw 
(Herakleo polls) managed to reunite Lower Egypt. The Herakleopolitan 
rulers were the rightful heirs to Egypt's throne and claimed full royal titu- 
lary. They expelled Libyans and Asiatics who had moved into the N Me 
Delta looking for food. They repaired old irrigation canals fortified the 
borders and opened trade with Byblosin Lebanon. The Herakleopolitan 
kings were also renowned for their cruelty. Still, they managed to unite 
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The N ile, the Inundation 
and the Work Year 

Ancient Egyptian civilization would not have developed as it did 
had it not been for the N lie's yearly floods Each year, the N ile would 
flood, or inundate, its banks The Egyptians referred to thisaeson as 
A hket, and duri ng A hket farmi ng was i mposa ble N ear the end of A hkdt, 
the Nile receded, leaving behind deposits of rich silt that nourished the soil 
alongthe banka Following Ahkdt was Proyet, or the growing saBon. 
During Proydt, farmers would return to the land and plant crops Reaping 
was done during Soemu, the last of ancient Egypt'sthree masons 

The ancient Egyptianswere quick to recognize the value of the 
Nile'sfloods The pharaohs^ up nilometers along the river in Upper 
Egypt to gauge the height of the next flood. Royal priests were entrusted 
with analyzing the nilometer and isuing a prediction regarding the next 
flood sason. 

Disaster struck when the inundation did not occur. The Old 
Kingdom ended in part due to a^esof poor inundations Crops not only 
fed Egypt's people, the/ were the primary currency in which Egypt traded. 
Without food, famine struck the land and the economy collap^. 

The N ile'sflood cycle also contributed to the great monuments 
and pyramids with which we asodate Egypt. Constmction on the^ massive 
projects took place during the Inundation, when thousandsof able-bodied 
workers would be sitting idly by waiting for the flood to recede. The 
Egyptian government conscripted the laborers to work on the project, but 
the workers did reap some benefits The/ were paid for their considerable 
efforts which supplemented the workers^ yearly incomes It was considered 
an honor among many to work on the great projects Helping a pharaoh 
achie/e immortality could go a long way to achieving your own. 

The ancient Egyptians then, had the N ile to thank for almost 
e/ery aspect of their lives The N ile provided a relatively reliable source of 
arable land, and becau^of it annual flooding created the pool of labor 
needed to build the lasting monuments to their culture 


disparate people during a difficult time 

Smultaneously, the ruling family from Wa^ (Thebes) united 
Upper Egypt, albeit in a much loo^ confederacy than Lower Egypt. 
Inyotef I was the first ruler from Wa^t to begin to unite the territory. 

He conquered land to the south and asumed the title "Great Chieftain of 
Upper Egypt." Unlike hisHerakleoplitan counterparts he did not lay 
claim to the title of Pharaoh. 

I nyotef's succesors strengthened the confederacy of southern 
Egypt, and as their power increased, began to call themselves Pharaoh. 
Once southern nomes had been subdued, they turned their attention 
northward. Skirmishes along the borders of Upper and Lower Egypt 
erupted into a full scale civil war. 

Mentuhotep II, adescendant of the I nyotefs emerged and finally 
defeated the Herakleopolitans He took the name Sam-towe, which 
means "unifier of the two lands" He established a new Egyptian capital at 
W^. 

With a new capital, a new patron god gained influence Waset's 
patron god wasAmon, and Amon supplanted Ra as the primary god in 
Egypt. Aswith Ra previously, Amon was purported to be the original god 
from whom all other godssprung. The sun cult remained strong, howev- 
er, and Amon would eventually become asodated with Ra 

In addition to the new dominance of Amon, the First 
I ntermediate Period introduced other changes to religious practices 
While Egypt was splintered into its nomes rulersofvillagesand regions 
accorded them^vesthe same burial rights that had once been re^rved 
for pharaohs and their cloffist relatives The Osiris cult also ro^in promi- 
nence, which further expanded accesto burial rights by opening the 
afterlife to all. Soon, Egyptians from all walksof life entered the afterlife, 
provided they had enough money to pay for the ritual. 

With this pronounced shift in accesto funerary ^rvicescame a 
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marked change in the funerary customsthem^ves Pharaohs as gods, 
were not j udged befo re enteri ng the afterl ife W hen the afterl ife was 
opened to mortals the concepts of a final judgment and last confesion 
were introduced. 

Artistically, sculpture and architecture suffered during the First 
Intermediate Period. Resources were limited, and attention was turned to 
feeding people and consolidating power. During this time, however, the 
groundwork was laid for the great literary works of the M iddle Kingdom. 
Without the unifying, religious force of the pharaohs writers felt freer to 
expres personal thoughtson ^ular subjects 



Middle Kingdom 
nth- 14th DynaSies 
2066-3650 BC 

At the start of the M iddle Kingdom, Egypt again recognized 
pharaoh as the supreme ruler of the land. Conditions had changed con- 
aderably from the Old Kingdom, however. The power that regional lead- 
ers found during the First Intermediate period continued in the Middle 
Kingdom, and pharaohs were tasked with keeping their nomarchs under 
control. M any nomarchs held standing armies which the pharaohs 
allowed as long as the nomarchs provided troops when the pharaohs 
requested them. 

After the reunification of Egypt, Mentuhotep II and his succes- 
sors formed the Eleventh Dynasty and reigned for about 70 years 
Military might was strong during their dynasty, and expeditions to Snai, 
Palestine, Nubia and Libya were undertaken to both suppres enemies and 


to take advantage of available natural resources Mining on the Snai 
peninsula and in N ubia again produced the raw materials necesary to 
make fi ne art o bjects 

The Eleventh Dynasty also saw the renewal of trade relations with 
other countries Old trade routes were reopened, including the Wadi 
Hammamat, the dried river bed that served as the link between the Red 
Sea and Kebet (Coptos). Mentuhotep III also commisioned atripto dis 
tant Pwenet (Punt) to acquire myrrh. 


Beer 

Ancient Egypt is one of the most studied and revered cultures 
that has ever existed. What conclusions then, can be drawn from the 
Egyptians^ passion for beer? 

Beer, or heneket in the ancient Egyptian tongue, was the bever- 
age of choice for the ancient Egyptians from the loftiest pharaoh to the 
lowliest peasant. The beer was fermented from barley, which was most 
likely baked into a bread at the start of the brewing proces Water was 
poured over the bread until it fermented, and sometimes it was flavored 
with fruits The elixir was pased through a strainer and bottled for con- 
sumption. 

Beer was drunk through a special mug that had a straw attached 
to it. At the end of the straw was a fi Iter to remove any of the remai ni ng 
tidbits of barley bread left in the beer. Beer was enjoyed at home, but the 
Egyptians also went out to their local taverns to drink with friends and 
play games 

The importance of drinking beer was recognized at Deir el- 
Medina, the worker^ village established to support the construction work 
at the Valley of the Kings I n an old attendance record recovered from 
the sight, spending a day drinking wasa legitimate reason for missing 
work. The ancient Egyptians certainly v\ere an advanced culture 
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With the influx of raw material sand the revitalization of the 
nation's coffers Egyptian art and architecture again began to flourish. 
Mentuhotep II built a large mortuary complex carved from a cliff at 
Dje^m- Dje^m (Deir el- Bahri). Mentuhotep III built many temples 
throughout southern Egypt, including temples at Abu (Elephantine), 
Abedju (Abydos) and Waffit (Thebes). The temples were decorated with 
exquisite reliefs and drawings showing that considerable artistic skill still 
resided in Egypt in spiteof the previous turmoil. 

The last action undertaken by the Eleventh Dynasty was an expe- 
dition into the Wadi Hammamat to quarry stone for Mentuhotep IV's 
sarcophagus The leader of this mining expedition wasAmenemhet, 

Vizier of Upper Egypt. Amenemhet peaceably ro^ to the throne and 
became Pharaoh, perhaps illustrating that even provincial rulers can rise to 
become Pharaoh if they are particularly succesful. He started theTwelfth 
Dynasty, a dynasty that ruled Egypt for over 200 years 

After he came to pov\er, Amenemhet founded a new capital for 
Egypt. Hecho^ a location in central Egypt about 30 miles south of 
Memphis and called his new capital Itjtawy, or "Seizing theTwo Lands" 
Amenemhet undertook an aggresive campaign to expand Egypt's bor- 
ders Tothesouth, he moved well into Nubia as far as the third cataract 
and established the city of H eh (Semna) whereSesostrislll would later 
build an impressive fortification. Amenemhet also forced the Libyansout 
of the Fayuum and re- established Egyptian ^tlements there Coupled 
with expansion were new fortifications to protect the borders The most 
famousof theffi fortifications isthe Wall of the Prince, a^iesof fortres- 
es along common inroads to Egypt. 

While Amenemhet was away on foreign expeditions rivals 
attempted to usurp histhrone Asa result, Amenenhat introduced the 
practice of co- regency, which became one of the keys to the longevity of 
hisdynasty. In the twentieth year of his reign, he named his son and heir, 
Sesostris co- regent. They ruled together until A menemhat's death. With 
the next pharaoh firmly in power before the current pharaoh's death, pre- 
tenders to the throne had a difficult time usurping a pharaoh's power. 


The M iddle Kingdom also witne^d the expansion of trade rela- 
tions Partnerships were established with ^ria, Lebanon and Palestine 
Aegean artifacts dating to the Middle Kingdom have also been found, 
indicating trade with Aegean nationsdirectly or through Lebanon. 

Monument building in the Twelfth Dynasty shifted away from 
rock- hewn tombs back to the traditional pyramid. The Twelfth Dynasty 
pharaohsscattered their pyramidsaround Egypt. Several built their pyra- 
mids at Dahshur, others built theirsoutsideof Itjtawy, and Amenemhet III 
built his^ond pyramid at Hawara in the Fayuum. Most of the pyramids 
were built of mudbrick with Tura limestone casings One notable excep- 
tion isAmenemhat IM'sHack Pyramid. The Black Pyramid was built in 
part with basalt, lending it its dark color. 

Ancient Egyptian literature reached its height during the Twelfth 
Dynasty. A newcanon of textsemerged, andformsincluded instruction 
textsand narratives The^ texts were quite popular at the scribal schools 
and later scribes learned their art by copying the manuscripts over and 
over. For example, there are four papyri, two drawing boards and about 
]D0 ostraca, or shards of pottery, with TheS^ireoftheTrades'msznbed 
upon them. Although the manuscript was written during the Middle 
Kingdom, all the extant copies date to the New Kingdom, indicating the 
popularity of the text. It makes that The Sstire of the Tradesv\es 
appealing to aspiring scribes it isan instructional text extolling the virtues 
of being ascribe by humorously criticizing all other trades 

Egyptian theology continued to evolve through the M iddle 
Kingdom. In addition to the emergence of Amo n, Osiriscontinued to 
gai n i mpo rtance as the God of the Dead. The co ncept of J udgement 
before entrance into the afterlife had begun during the First I ntermediate 
Period, and Osiris was placed as the last Judge during the Middle Kingdom. 
Pharaohs sought to honor Osiris and the numbersof fine monuments in 
Abedju (Abydos), oneof Osiris^ cities attests to the god's importance 

The end of the Twelfth Dynasty marked the beginning of the 
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declineof the Middle Kingdom. Smilarto the end of the Old Kingdom, 
the last pharaoh of the Twelfth Dynasty had an exceptionally long reign. 
When he died, confusion arose over who was the proper succesor. A cli- 
mate change again compounded the situation. The Nile'sfloods were 
exceptionally high and took longer to recede, shortening the growing sea- 
son. 


The situation was not as dire as at the end of theOld Kingdom, 
but the agricultural difficulties nevertheles weakened the pharaohs' 
power. The Thirteenth Dynasty, whose pharaohs had moved the capital 
back to Men- nefer (Memphis), was characterized by dozens of pharaohs 
with extremely short reigns* indicating the turmoil in the highest govern- 
ment posts Viziers proved to be more lasting than the pharaohs of the 
Thirteenth Dynasty, and several served for more than one pharaoh and 
helped keep the country together. 

Without a strong leader, Egypt inevitably fractured into pieces 
A new line of pharaohs established themselves at Xois located in the 
western portion of the N ile Delta The pharaohs at Xois ruled at the same 
ti me as the pharaohs of the Thi rteenth Dynasty. 

With this backdrop, the M iddle Kingdom closed, and the country 
again divided into Upper and Lower Kingdoms 



Second Intermediate Period 
35th- 38th DynaSies 
3650-3550 BC 


Throughout the Middle Kingdom, immigration increased. 
Peoplefrom Asia particularly the Hyksos crosed the borders into Egypt 
and offered their services often as indentured servants Astime pased. 
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the Hyksos bettered their stature in Egyptian society. When chaos struck 
at the end of the Middle Kingdom, the Hyksos rose to power. 

The Hyksos ruled Lower Egypt and established their capital at 
Rowarty (Avaris). While they directly ruled only Lower Egypt, they held 
sway over Upper Egypt as well. The governors of Upper Egypt, ba^d in 
Waset (Thebes), paid tribute to the Hyksos 

Gods and Goddesses 

The Egyptians worshiped dozens of gods and some were more 
prominent than others (see "Patron Gods^' on page 238 for more on the 
importanceof specific gods). Some of the gods belonged to familiesof 
gods The most notable of these sets of gods are the Ogdoad gods and 
the Eannead gods 

The Ogdoad gods had a cult center in Khmun ( Hermopolis) and 
rose to prominence during the M iddle Kingdom. The Ogdoad consisted 
of god and goddes pairs each of which governed an aspect of life The 
gods were A mon and Amaunet, God and Goddesof Air; Nun and 
N aunet, God and Goddesof Water; Huh and Hauhet, God and Goddes 
of Unendingnesand Kuk and Kauket, God and Goddesof Darknes 
Together, the gods and goddeses were believed to represent the heart of 
Thoth, theGod of All Knowledge A mon would be singled out as partic- 
ularly important during the Middle and New Kingdoms and be asodated 
with the earlier god, Ra. 

The Eannead is older than the Ogdoad and is populated by some 
of ancient Egypt's better known gods Heliopolis was the center of 
Ogdoad worship. Ra-Atum, the sun god, isthe father of the group of 
gods His children, to whom he gave birth singlehandedly, wereSiu, the 
God of Air, andTd'nut, the Goddess of World Order. Their children were 
Isis Osiris Nephthysand Seth. Isisand Osiris wed and gave birth to 
Horus Ra was eventually thought of separately from Atum and was the 
primary god throughout the Old Kingdom. Horus was the god of the 
pharaohsand very closely associated with Ra Ra in the morning, was 
represented as a falcon, and many believed thisfalcon to be Horus 
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Lov\er Egypt continued to have healthy trade relations under 
Hyksosrule Trade routes to Snai and Palestine remained open, and the 
Hyksosformed a new trade partnership with the Kush, who had reclaimed 
land as far north as the first cataract at Abu (Elephantine). The Kush were 
adistinct nation and culture and established afine capital at Kerma 

Relations between Upper and Lower Egypt remained friendly 
enough until Apophislll, an Hyksos ruler, isued an insult to Ta'o II, the 
leader of Waffit (Thebes). In retaliation, Ta'o II invaded the Hyksos^ terri- 
tory and, with the help of N ubian mercenaries, began a war. Ta'o 1 1 died 
in battle, but hisson Kamo^ continued the fight. When hewasslain, his 
brother Ahmo^ I finished the war, driving the Hyksos back to Asia and 
once again unifying Egypt under one ruler. 

The brief period of Hyksosrule had lasting effectson Egyptian 
culture The Hyksos introduced bronze, a much sturdier and versatile 
metal than copper. This new metal wasu^ in weapons such as daggers 
and swords The Hyksos^ most famous contribution to Egyptian military 
technology was the hor^ drawn war chariot. 

The Hyksos made other contributions as well. They are credited 
with introducing the upright loom which improved the textile industry; 
musical instruments such as the lyre, oboe and tambourine; and new 
foods such as the pomegranate and theolive 


turn 

New Kingdom 
38th- 20th DynaSies 
3550-3064 BC 

Ahmo^ began the N ew Kingdom much as he ended the Second 
I ntermediate Period: with warfare After ford ng the H yksos out of Egypt, 


he turned southward to reclaim parts of Nubia He reestablished the 
capital at Wa^t (Thebes) and restored the fort in N ubia at Buhen. With 
the backing of his military, Ahmo^ also stripped local nomarchsof most 
of their power, resigning them to mayoralitiesof cities and villages 
Ahmo^'s military activity set the tone for much of the New Kingdom. 
Egypt became an imperial force, expanding its borders well into Asia 

This early portion of the Eighteenth Dynasty was not without 
some internal turmoil. Queen Hatshepsut, Thutmo^ 1 1 1's mother, 
usurped the throne while he has young. 9ie ruled Egypt, asuming all the 
trappingsof a pharaoh, including the ceremonial fal^ beard. Hatshepsut 
maintained the empire and built many temples and monuments most 
notably her mortuary temple at Deir el- Bahri. 

Later in the Eighteenth Dynasty, Egypt underwent a radical 
change When Amenhotep IV ro^to the throne, he changed his name 
to Akhenaten and introduced monotheism into Egypt. He worshiped the 
god Aten, who was the God of the Sun's Disk, and established a new capi- 
tal named Akhetaten. Akhenaten clo^ down temples to all other gods 
and confiscated any goods that the temples had on site He also halted 
military expeditions to other lands and much of Egypt's empire was lost 
during his reign. 

While Egypt suffered politically under Akhenaten's rule, the arts 
blossomed. A new form of portraiture was u^ in which people, even 
Pharaoh him^f, were portrayed more realistically with physical deformi- 
ties in full view. 

When Akhenaten died, the old theological system was restored 
and the capital moved back to Waffit (Thebes) . After the brief rule of 
sveral pharaohs(includingTut-ankh-amun), Horemhab, ageneral in the 
Egyptian army, assumed the throne Horemhab restored order within 
Egypt's borders and ^ to work reclaiming Egypt's lost land and, prior to 
hisdeath, named Rameys I heir to the throne 

The Rameside period began with Horemhab's death. Rameses I 
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moved Egypt's capital from Thebes to a new city. Per- Rameys, near 
Rowarty (Avaris). Rame^sl'sgranclson, thefamiliar Rame^sll (known 
as "the Great") , conquered new lands and signed new treaties with Asian 
powers He also commisioned a large number of construction projects 
and hislikeneswasfound in a variety of monuments throughout Egypt. 

Rames^ M's military exploits culminated in the Battle of Qadesh, 
the account of which isthe first known detailed report of a major combat 
engagement. The battle was fought against the H ittites and it was the 
first time that Egypt faced an enemy who^ power rivaled itsown. The 
Battle of Qadesh could have been disastrous for the Egyptian army. 
Outnumbered and outmaneuvered, Rameys 1 1 kept histroops^ morale 
high by aggresively charging the enemy. The Egyptian army was spared a 
crushing defeat when reinforcements arrived. The two sidesfought to a 
draw, and a treaty was drawn up dividing the contested land. Portions of 
both copies of the treaty survive today. 

With New Kingdom imperialism, Egyptians fought many ene- 
mies both known and unknown. In addition to the H ittites the Mitanni 
and the Babylonians each rivaled Egypt for control of western Asia The 
Sea Peoples who ^emed to have been an amalgamation of sveral cul- 
tures including the Philistines and Minoans also entered the fray. 

While pharaohs led military expeditions culture at home contin- 
ued to thrive The N ew Kingdom witness another shift in burial cus 
toms Becausethey were plagued by continuous robberies pyramidsas 
graves were abandoned by pharaohs Instead, they favored tombs cut into 
the cl iffs of the Val ley of the Ki ngs The Val ley of the Ki ngs and the near- 
by Valley of the Queens which housed the pharaohs' wives and children, 
v\ere well hidden from would- be grave robbers To support the continual 
construction at the valleys the vi I lage of Dei r el- Medina was founded, 
which hou^ the craftsmen and laborers who worked in the Valley of the 
Kings M uch of what we know about the life of the ancient Egyptian 
commoner comes from artifacts recovered from Deir el- Medina. 


Pharaohscommissioned huge temples throughout Egypt. Sojlpture, too, 
was done on a large scale, and several famous examples remain. The 
Colosi of Memnon, for example, are statues of A menhotep III that stand 
65 feet high. 

Art continued to thrive, and artisans began working with faience, 
a type of glass They cast the glasto make containers and u^ faience 
for inlays 



After the N ew Kingdom 

The New Kingdom drew to aclo^ at the end of the Twentieth 
Dynasty. The balance of political pov\er in Asia shifted, and Egypt, 
plagued with a ^ies of weak pharaohs after Rameys III, lost much of its 
land. Libyans to Egypt's v\est were encroaching more on Egypt's territory, 
in ^arch of fertile land. Internally, priestsof A mun gained more power 
and eventually usurped the throne 

After tempestuous rule by Libyans and Kushites theAsyrians 
invaded Egypt and assumed control. Unlike previous foreign invaders the 
Asyriansdid not asume the title of pharaoh and considered Egypt to be 
a province in their empire The Assyrians however, were not in power for 
long. With continued unrest in Asia, Egypt pased through many hands 
and was led at various times by Babylonians and Persians An Egyptian, 
Nectanebo, would briefly rule Egypt, but the country would again fall 
under foreign leadership. 

Alexander the Great ^zed Egypt in 332 BC, and after his death 
Ptolemy rose to power. Greeks continued to rule Egypt until the Romans 
came to pov\er in 30 BC. 


The New Kingdom was also marked by a building boom. 
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Glossary 

Some words commonly when discusing ancient Egypt may be a lit- 
tle unfamiliar. Herewith, a handy glosary: 

Amon: theprimary deity of the Middle and New Kingdoms He was 
originally the God of the Air, but evolved to asume some of the qualities 
of Ra, the sun god. Amon is also sometimes spelled Amun or Amen. 

Akhdt: oneof the three Egyptian seasons the Nile's inundation occurred 
during A khet. 

Ankh: the ancient Egyptian word for life represnted by a hieroglyph in 
theshapeof acroswith a loop at thetop. When held by deities the 
symbol means eternity. 

Bedouin: any of a number of nomadic tribes from Snai that frequently 
came into contact with Egyptian military. 

Canopicjars canopicjars held the internal organs of mummified corpss 
The jars were entombed with the corps. 

Cartouche an ellips that surrounds the name of a royal. 

CEtaracts the name for the rocky, white water sctionsof the N ile 
Cataracts were important geographical references and frequently were used 
as a border to divide nations 

corvee the right of pharaoh to conscript labor for state construction pro- 
jects 

crook and flail: the symbols of the pharaoh. The crook isasociated with 
the shepherd's staff, and the fl ai I was usd to gather resi ns 

deshrdt: the Egyptian word for desrt, translated as "red land." 


faience a glass- like substance developed by the ancient Egyptians Faience 
was used to make sme of the most beautiful containers and jewelry. 

Feyuum: a region of Egypt that features lakes and tributaries to the N ile. 
The region was extremely fertile 

HebSad: a festival that took placeduring the 30th year of a pharaoh's 
reign and every three years thereafter. The festival was designed to reaf- 
firm the pharaoh'sability to rule and featured a ritual run. 

Hierctic: a much I es complex form of hieroglyphs used for every day 
writing. 

Hittites oneof Egypt's rivals the Hittites lived in Asia Minor. They were 
frequent enemies of Egypt, but under Rameys 1 1 rule, Egypt formed an 
alliance with them. 

Hyksos sometimes called the Asiatics the Hyksos ruled Lower Egypt for 
about DO years during the Second Intermediate Period. During their 
rule, they introduced new musical instruments and new military accouter- 
ments including the horse-drawn chariot. 

inundction: the annual flood of the N ile that refertilized the farmland in 
its floodplain. Peasants were generally called to work on state projects 
during the inundation. 

Kemdt: the ancient Egyptian namefor their country; the term means 
"black land." 

Kohl: Egyptian eye makeup that helped protect the eyes from the sun's 
glare. Kohl isstill u^ today. 

Kush: a region of southern N ubia The Kush had their own distinct cul- 
ture and established their capital at Kerma Egypt engaged in trade with 
the Kush and frequently invaded their territory. 
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madtaba an arabic ward for bench, mastabas are oblong- shaped tombs 
particularly during pre- Dynastic times and the Old Kingdom. 
Pyramids are believed to have evolved from mastabas 

natron: atype of salt found in the N ile Delta and used during the 
embalming process to dry the corpm 

Nilometer: a device, usually a pillar of stone or a stairca^ descending into 
the river, u^to measure the height of the N ile Nilo meters v\ereu^ 
to predict the height of the annual inundation. 

N ine Bows a term used first in pre Dynastic times to refer to conquered 
enemies The term wasu^ throughout ancient Egyptian history to refer 
to enemiesof the nation. Traditionally, there were always nine enemies 
of Egypt, although specific enemies changed over time 

Nome a province of Egypt led by a N omarch. 

N ubia the land just south of the first cataract, N ubia's natural resources 
were very rich. Egypt frequently invaded N ubia and Nubi ans were valued 
as soldiers and police 

OStraca shards of stone or pottery that were u^ to write down notes 
Scribes learning their art usually practiced on ostraca 

Proyet: the *ason of the Egyptian year in which crops were sown. 

PwAendt (Punt): a famed land, probably located on the coast of Somalia 
Pwenet ( Punt) was revered for its fine incen^ and myrrh. The Egyptians 
frequently ^t trading expeditions there 

Sea People a group of different Aegean cultures most likely the 
Philistines and Minoans that attacked Egypt during the New Kingdom. 

Shabti: acommon grave good, shabtis were small statues that ^rved as 
substitutes in the event that the pharaohs were cal led to work in the fields 


or on a construction project during the afterlife 

Siaduf: a water lift u^ to fill irrigation canals The shaduf had a bucket 
on one end and a weight on the other. A peasant would push down on 
the bucket end, and the counterbalancing weight would help him lift the 
water o ut of the ri ver. So me scho I ars bel i eve that gi ant shadufs were u^ 
to hoist pyramid blocks into place 

Shemu: the Egyptian *ason of the harvest. 

Sdelock of Youth: the hair style that denoted childhood. The head would 
be shaved except for a single lock of hair on the side of the head. Once a 
child reached maturity, the lock was shaved off. 

Stela atablet inscribed with hieroglyphics or reliefs 

Wadi: an Arabic word meaning dry river bed, wadis were often used as 
roads and were the sites of rich mi neral deposits 



262 


Index 


Index 


263 


Academy, 27, HI ]69, 170- 171 172 

Alta'S 320, ]22-]24 

Apothecay, 26, ]51 ]54, 201 

Army, 27, ]00, ]69- 170, ]82, ]84, ]87 (see also forts) 
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Bazaar Special Orders 87 

Beautification, 26, H3- H4 
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Statues H4 

Booth, 26, ]59 

Brewery, 75- 76 

Bricks 65, 72, 74, 76, 130, B1 132, 134, 138, 141 147 
Brickworks 76, 322, 147 
Bricklayer, 51 52, 131 B4, 147, 236 (^also 
Construction Guilds Bricklayers; Guild) 

Bridge, 330, 311 

Burial Provisions B1 146, 148, 395, 203 

Carpenters 51 52, B8, 142, 143, 144, 145, 147 (see 
also Construction Guilds Carpenter^ Guild). 
Cattle Raich, 25, 67, 72, 81 
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City Sentiment, 47-49, 53, 99- 300, 304, 305, 324, 
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394 

Clay Pit, 74, 322 
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Company Fighting Ability, 172 
Company Morale, 373 
Company Experience, 372- 373 
Const^les 51 52, 97, 99- 300, 330 
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Crew Condition, 381-82 
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Dentist, 26, 53, 351 352, 207 
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Dock, 25, 94 

Drinking Water, 35, 36, 43-44, 351 352 
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Farming, 25, 42, 58-65, 72, 20 9 

Farm, Floodplain, 32, 60-62, 63, 64, BO- B1 
Farm, Meadow, 60, 62-63, 64 
Fertility, 36, 60, 61 63-65 
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Food 25, 40, 42, 47, 49, 54, 59, 60, 64, 65-67, 72, 
75, 81-81 95, 99, ]01 H3, BO, B4, 152, ]53, 173, 
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Infantry, 77, BO, 171 174- 175, 177 
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Gods 
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Limestone, 69, 138, 139, 140, 141 
Plain stone, 69, 138, 139, 140, 141 
Sandstone, 69, 143, 144, 145 
Wood, 36, 38, 72-74, 77, 89, BO, 138, 139, 
141 142, 143, 145 
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Recruiter, 27, 77, U2, ]69- 170, 171 172, 177, ]85, 209 
Roadblocks, 52, ]09, ]85 

Salay, ]07, D8, ]09, 198 
Scoring, 19 

Scribal Schools, 26, 76, ]65-6, 201 207 
Senet Hou^, 26, 57, 125, 165, 193 
Setting a Difficulty Level, 17- ]8, 19, 202 
Slip Damage and Hull Strength, ]81 
Siipwright, 30, 66, 73, 77, HI ]22, 177, 178, ]80, 
]83-]84 
Sirine, H9 
daedal Orders, 85 
^3ending Your Family Sa/ings 308 
^hinxes 142 

StorageYa-ds 25, 56, 71 74, 75, 76, 78, 81 83, 84- 
85, 86, 88, 89, 95, ]00, 125, B1 134, 138, 139, 
140, 141 143, 144, 145, 146, 147, 165, ]98, ]99, 
200, 208 
Sun Temples 143 

Tax Collector, 26, 62, 53, ]01 1D2, ]03, D4, D5, 

208 

Tax Rate, 47, 1D2, ]03- 1D4, 202 
Temples Complexes, H9-124 
Tower ]85 
Trade Route 91 
Transport Slip, 182 

Water Lifts 25, 63-65 

Water Supplies and Wells See Drinking Water 
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YOU SHOULD CAREFULLY READ THE END USER LICENSE AGREE- 
MENT. IF YOU DO NOT AGREE WITH THE TERMS OF THIS AGREE- 
MENT, YOU SHOULDUNINSTALL THE SOFTWARE AND IMMEDI- 
ATELY RETURN IT FOR A REFUND FROM YOUR VENDOR OR SIER- 
RA. 

This software program, any printed materials, any on-line or electronic docu- 
mentation, and any and all copies and derivative works of such software pro- 
gram and materials (the "Program") are the copyrighted work of Sierra On- 
Line, Inc., its parent, subsidiaries, licensors and/or its suppliers. All use of 
the Program is governed by the terms of the End User License Agreement 
which is provided upon installation and in the readme file in the Program 
("License Agreement"). The Program is solely for use by end users accord- 
ing to the terms of the License Agreement. Any use, reproduction or redistri- 
bution of the Program not in accordance with the terms of the License 
Agreement is expressly prohibited. 



